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BRUNDLES i 


FOAM AIAFI CLASSIC 

NDEKSTANHKG 7IXTPR0 

new tutorial series to get to 
grips with some of the most 
popular PD programs 

SPACE CHECK 

type-in puzzle game 




*31 



-emmings for the Classic 


ft THE ATARI ST 

GRANDAD 2 

dad searches for his 
wiches in one of the best 
areware release of all time 

ACK TO BASICS WITH MIDI 


BEYOND THE WINDOW 

Explaining how screen 
memory is organised 
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PLUS... FILE SEGMENTER... DISK FILE MANAGER... GRAPHICS 9 to 15... LOADS OF REVIEWS... and much, much more! 




















































































HAVE YOU GOT YOURS YET? 


ENIGMATIX! 



A superb new arcade game which will prove a challenge to even 
the must seasoned player. Control the bounce of a bat! to jump 
onto various platforms and find the exit, picking up points on the 
way. Sounds easy? What if some of the blocks disappear after the 
first bounce? What if some of the blocks are imi-directional 
bouncing you back the way you came? What if some blocks have 
to be used as lifts to reach inaccessible areas? Add to ail that 
reverse control on some screens and 32 levels of increasing 
difficulty and you have a game that will challenge you to the limit. 

If you do manage to beat alt 32 levels then the fun only just begins 
for there is a level editor to enable you to create whole new games ^ StTlOOtft hOTIZOIltCll Cttld VCTtiCldl 

of your own. scrolling 

..... A . IT1 , n ■ « r r\ r* * Excellent music 

DISK ONLY Price £6.95 j™™ 

EXCLUSIVELY FROM PAGE 6 * ‘E&&XEZ 

Wf M- tmt fcJ 

A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY 



NEW 
LOWER 
PRICE! 

m m can Emm the proven cassette to disk 

TRANSFER SYSTEM AT A SAVING OF £7! 

Transdisk is a simple to use utility that will transfer 
most cassette games to disk easily and quickly 


Handles any tyipe of cassette 
formal 

Allows several games on one disk 
1 Handles cassettes that require 64 
memory 


Handles cassettes that load 
extra levels 

Use all available memory on 

XL'XE machines 

Full step by step insMions 


NOW WITH DETAILS OF OVER 300 GAMES 
SUCCESSFULLY TRANSFERRED 

TRANSDISK IV IS NOW JUST £12.95 

ONLY PROM PAGE 6! 

Send a cheque or postal order with the order form enclosed or 
just write. Credit card orders accepted by telephone on 0785 213928 


BACK ISSUES 


The following back issues 0 / 
NEW ATARI USER are still available 


Issue 31 
Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 38 
Issue 39 
Issue 40 
Issue 41 
Issue 42 
Issue 43 


Issue 44 
Issue 45 
Issue 46 
Issue 47 
Issue 48 
Issue 49 
Issue 50 
Issue 51 
Issue 52 
Issue 53 
Issue 54 


Issue 55 
Issue 56 
Issue 57 
Issue 58 
Issue 59 
Issue 60 
Issue 61 
Issue 62 
Issue 63 
Issue 64 
Issue 65 


DISKS ARB AVAILABLE 
FROM ISSUE 14 ONWARDS 

BACK ISSUES are £2.00 each in the LTK (inc. post & packing), 
£2.50 for Europe or surface mail elsewhere and £3.50 
for Air Mail outside Europe. Prices Include postage 
ISSUE DISKS are for any 48k or 64k 8-bit Atari 
Each disk is £2.95, Foatage FREE in ILK. 

Overseas add £1 per order [any number of disks] 

Check latest leaflets for ant/ special offers 

Send vour order to 

PAGE 6, P.0, BOX 54. STAFFORD, 5T161DR, ENGLAND 
ACCESS and VISA accepted. Telephone 0785213929 
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Your support is needed, now! 


SUBSCRIPTIONS 

Annual subscription rates (6 Issues) 

UK El 5.00 

Europe (Air Mall) £17.00 
Elsewhere (Surface) El 7,00 
Elsewhere (Air Mail) E23.00 

0wrsM& rates rettert ority |he differonoe in postal costs 

NEW ATARI USER ON DISK 

A disk containing all of the 8-bit programs 
from each issue of NEW ATARI USER is 
available either separately or on sLibera¬ 
tion, Single price £2.95 per disk, Subscrip¬ 
tion rates (8 issues) 


UK £25.00 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere (Air) £42,00 


Please make cheques payable to PAGE 6 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE S welcomes and enoouragEft iis readers So 
submit, articles, programs and reviews for puoir- 
cation. Programs must be submitted an disk or 
cassette articles should wherever possible he 
submitted ag text files on disk. We seek to en^ 
courage your parlreipaiimn and oo not have strict 
rules for submissions. If something interests you, 
write a program or article and submit ii! 

All original articles, programs and oshe-r material 
in NEW ATARI USER ig copyright of the author 
as Credited. All uncrediled material is copyright 
PAGE E. Unless containing the by-fine 'All Rights 
Reserved' any material in NEW ATARI USER 
may bo reproduced by User Groups and other 
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author's name is included and PAGE 6 is credited 
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elsewhere should be obtained from PAGE 6 or 
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material are requested to send a copy of the 
nelevanl issue to the Editorial address of PAGE 
6. Whilst we take whatever steps we can to 
ensure the accuracy of articles and programs and 
the contents of advertisements, PAGE 6 cannot 
be hold liable foi any errors or claims made by 
advertisers. 

ATARI {TMj is a registered trademark of ATARI 
CORP. All references should bo so noted. 
NEW ATARI USER ig an independent publication 
and has no connection with Atari or with any other' 
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THE CREDITS 

A31 of the usual slums on page 3 but here are 
the people who nniide this Issue possible. 

L« Elllngham Ls going to turn over a now 
leaf for 1994, be more positive and Stop 
dreaming and Is going to get down io plan¬ 
ning what to do wiJh all the money when he 
wins the pools 

Sandy is going to stop dreaming in 1994 and. 
gel down to planning all the holidays and 
Whether LO have the new swimming pool 
heated 

Paulette is going to slop dreaming Ibr 1&94 
aaid plan her life with the new man that is 
going lo stick with her and give her every¬ 
thing she wants 

The Regular Contributors, who provide the 
backbone or the magazine and can generally 
be relied upon to Crime up With good articles 
and reviews, arc. 


John 5 Davison 
Paul Rlxon 
Allan J, Palmer 
Mark Stinson 


Stuart Murray 
Ian FloJayson 
Nlc Bavington 
The Tipster 


AH other contributors for this issue are indi¬ 
vidually credited alongside their articles or 
programs. Thanks to everybody tor sharing 
then enthusiasm with other Atari users. 

An'[ crirtStmos met' sortteflmes? Thts is Ihe/rsf (Jme 
f have rJrrujuted a wish IM hi CD's and. swne enough, 
sewrai prurwitts looked, abvul S JrtcJies sgwari? in¬ 
stead q/ - IwiagFand sguktgjj, .Just before ChrfsJ- 
rjiris, asa spec (a J treat, i had M(Jnj ChapJn-Carptrt" 
tfr 's COME ON. COME ON lufifch Fifts done much (O 
^ieJ j™- through the crzri af tasf year and the beginning 
of jJii?:. Tte pressies (nctwried Bob Pyirrrr'A HOOD AS I 
BEEN TO YOU la huge d&fl^pporntmeriU. F 0,000 Man¬ 
iac's MTV UNPLUGGED crtftlrth, us as su/pd-sinr/ly tetter 
rhan Jfieir fa-Sf sfudCa aiibttm arid J'te AtEsitm Band's 
HIBE VP LIKE THE SUN - how's fJiatJfer a reert <A<He? 

Ft might he 15 years old but The Gies/crd Dlsosier is 
SFifJ a stunner. Whoteuer happened Jo John Tams'? 

.Vi'.iii up u.!£is CFiri.s Kea 'a EXPRE5S0 LOGIC which i-s 
one of (hose (Fiat seeawd really flat on first heartny 
hut tmprvjued and rmp^H.-^d art each ploy, and ihen 
The Saw; Doctors ALL THE WAV FROM TO AM which Is 
brirJiarit. AtJIrst i ihougFit it mas Just the snrjii? as 
fiiedr/irsi aiWn hut after a few plays ti gained an 
klentity of N-s own and has" been on the deck ntufth 
tortger fhaFi the others. ft's great getting new mask 
and it is still surprising tea' much It Jtetps io get 
everything done. If ft eoer comes la pass that the 
music dies then the only aitemadDe I enn (JilFtfc of is to 

retire b> Florida and. mnJjise, ulsU Disney World, every 
week! 

The next i&Bue af NEW ATARI USER could fcpiuri 
YOUR article or program, 
go SENT! IT Iff NOW! 

PAGE 6 sfahr.v jud whttlJPV cua do 1 *tift your Alan. NEW 
ATARI USER has always beta crenied rrttinfi with Atari 
equipment. initially mr the XL but mart- lately Wish a Mega 
ST mii other stuff, who nerds PC. "i or Maes! WirA the 
exception of the final output tin a t.matron and the rise of an 
in-house ftpro ctimcrafor the photos and lilting.s everything 
ti done on the ST. Hardware includes a All (appended 
lo 4Mb h SAf 115 Monitor, Suren .JFJ.Wfr Hard an Atari 
laser Printer, Citium 1141) printer. Philips C.MSffJJ monitor, 
iJOXE, Ah 551 disk drier, Mil dnk drive. R5H interim 1 e, NEC 
Htl25 printer. Principal software used h Pretext anil f ieri 
Street Publisher J.fi Other software inrludex hermit,. Turk 
Talk, Turbo basic and various custom ^rinra programs an 
the XL1XE , Articles atld programs submitted on Al.IXE disks 
arc subjected re various custom written programs bgftm 
being transferred (tefos's tn chc ,S f "I'ftf T.AfiS f:\LK. All nuifor 
edtlidg IS lione nilh Pratt*! and pages lire Ifiid out H-illi hit Cl 
Aired Publisher. A disk with the finished pfi£CV Of Postscript 
fifes ix sent to a ripe setting hnrem f# be output oO a lAnatron 
und. tfCV presto, finished pages are sent back exactly a i yOK 
xce them, ft natty dttes work! AH that Is left IS to drop in the 
Ustmgx and photos, 

t+Wi, ft V /Ifit quite a* easy Of that but you get the ideal 


£dit&tt<*£ 


C’MON FOLKS! 


A s we begin a new year it might be time to reflect on the current stale of the 

market for the Alari Classic. There is no doubl Lhat the number of users has 
dropped off and that sales of software are nowhere near whaL they were a 
couple of years ago, yet support for your machine seems to be growing. The crunch for 
1994 will l>e whether the market is going to be big enough to support all those who 
want Lo bring you sustenance for your Atari in the next year or so. 

Let's take a look at ihe folks who are supporting you at the moment. As welt as 
ourselves, and The Page 6 Accessory Shop which is vital in supporting production of 
the magazine, we have Derek Fern’s Micro Discount, Graltn International and Dean 
Garraghty Software all supplying commercial software and other products. This year 
they will toe joined by ANG Software from Holland and KF-SOFT from Germany, both 
of whom will be selling their own commercial products direct to the end user. If you 
want magazines, mostly on disk, you can turn to StuarL Murray at NOSAUG, l>ean 
Garraghty Software and TWAUG who are now Joined by ANG Software with their new 
disk mag and KE-SOKT with a new printed magazine with disk. The PD see tie. which 
we introduced to the UK and which at one time was a major support for the magazine. 
Is flooded with support from ourselves, Stuart Murray, Dean Garraghty, TWAUG and 
others. On top of this we have the Alai'l Classic Programmer’s Club trying valiantly to 
introduce new commercial software and several more in the wings thinking that they 
can join in. Perhaps the only company not clashing with any other, and with truly 
independent products, is Tiger Developments and good luck to them. 

In a large market all of these companies would survive and prosper but I do wonder 
whether there is enough money in Atari t-lassic owner s pockets to provide everyone 
with sufficient return. One or iwo suppliers are beginning to get a little paranoid and 
there Is a certain amount of bitching behind the scenes as people try to protect Iheir 
share of the market- There have even been threats of withdrawal of support for New 
Atari User and rumours of petitions asking readers not to subscribe. Patliettc or 
what? Those Involved are only hastening the demise of the Atari Classic and shooting 
themselves in Ihe foot. 

If everyone was making a fortune from supporting the Atari Classic none of this 
would be going on as everyone would be too busy but there are no fortunes to be made 
in the Atari community. Those of us who have been supporting the Classic from the 
beginning are still doing so out of some kind of love and loyalty and Just about 
scraping a living, 

So what's the message In all this? Users will support those who they consider are 
most Important to their own interests and, with limited lands available, thats how it 
should be. Commercial supporters of the Classic (and that includes User Groups) 
should begin to realise that a small market needs to be carefully cultivated. Attacking 
other supporters will only alienate those users who are loyal and will serve only to 
lessen support for those who sure attacking or criticising. Everyone is entitled to 
opinions on Ihe support and service they receive but to try and use bully hoy tactics 
against others is counter-destructive. 

Over in the States they have a strong sense of 'community' and have talked of the 
Atari Community' for many years. In this country we don't think loo much oi 
community, preferring lo go our own ways, but everyone 3 'eading this is linked 
together by the most remarkable true home computer ever made and we all need to 
work together - and that means everyone - If we want the Atari Classic to survive. 
Communities live together and support each other, let’s see if'the Atari Community 
can stay together in the coming year. 


£[[inyfuxni 
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News ...News 


* * * 


News 


« « * 


# m * 


N e ws 


A NEW DISK MAGAZINE 
FROM HOLLAND 


ANG Software from Holland have intro¬ 
duced a new disk magazine, advertised 
elsewhere in this issue, but this is a disk 
magazine with an amazing new feature - 
you get to choose a commercial game free 
with each issue! 

The diskmag is called THE BEST OF 
POKEY magazine and Issue 1 is available 
now. On side A. you will find 55k of tex- 
tfiles carefully 'packed 1 so that there is 
room for your choice of a free commercial 
game - chosen from over 20 games written 
by, or marketed by, ANG. The textiles on 
Issue 1 include: Editorial - welcoming 
readers etc., Mailbag - Featuring letters 
and adverts from subscribers, Machine 
Code for beginners - learning to program in 
machine code, Turbo Basic for beginners - 
learning to program in Turbo Basic, Pack¬ 
ers and Crunchers - how do they work and 
how to make them. Sampling - what is 
sound, what is digital etc.. Game Tips - 
how to solve games and codewords, Pre¬ 
view - a preview of the newest game T-34, 
High.score List - who’s got the bet scores, 
Sorting in Turbo Basie - a specia l by the 


MICRO 

DISCOUNT 

NEWS 

Remember the disk interface announced 
by Micro Discount a couple of years ago? 
Well, after two years development, the de¬ 
vice should be available early this year 
with a target release date of March. The 
interface will allow any 5W" or 31V' standard 
PC mechanism or ST drive to be connected 
to an Atari 8-bit and formatted up to 720k, 
The price of the interface will be under £5(1 
and with drive mechanisms on offer at 
shows for as little as £25 a disk drive for 
your Atari will be a reality at the lowest 
price ever. 

Micro Discount are also developing a true 
8-bit sound interface which will allow you 
to reproduce sounds as good as on the ST 
or PC. This will be an external module that 
just plugs into the joystick ports, so over¬ 
coming the main fear of many users of 
opening up their Atari and wielding the 
soldering iron. 

Micro Discount crc at 26$, Chester Road, 
Streefly, West Midlands B74 SEA 


Com tech crew, The Making of Video Games 
- a scries by Frankenstein and more. 

Over on side E of the disk you'll find a 
selection of software supporting the tax- 
tfiles together with programs such as Un¬ 
man, an Arkanoid clone, Spacebali, a one 
or two player ball game, Five tu Five , a 
good Polish demo from Mirage plus a Disk 
to Tape converter and others. 

THE BEST OF POKEY is available from 
ANG on subscription at a price of £12 for 3 
issues, £22 for fi issues and £42 for 12 
issues. These prices include postage and 
VAT and also the cost of the commercial 
game, so for around £4 or less you can get 
a disk mag and a commercial game, flow’s 
that for value? 

ANG will also send you their catalogue 
free of charge which will include full de¬ 
tails of The Best of Pekey and other maga¬ 
zines and software. At. the very least you 
should send for the catalogue, 

ANG ca n be contacted at ANG Software, 
Ridderkerksestraat GO , 3114 RK Schiedam, 
Holland , Tel i fax; +31 - (0)10 427 17 32, 


RIGHTS TO 
ZEPPELIN GAMES 

Micro Discount have announced that 
they have nuw purchased the rights to 
the Zeppelin range of Atari 8-bit 
games so look out for some interesting 
re-releases in 1994. A total of 18 
games should he wending your way. 


RAMBIT STILL 
AROUND! 

Following our review of Micro Discount's 
Turbo tape deck last issue we received a 
call from Dave Richardson of Rambit who 
was unhappy as he felt that the article 
gave the impression that Micro Discount 
arc the Turbo producers rather than retail¬ 
ers of Rambit products. Dave Richardson 
assures us that Rambit is still around and 
stiU owns the copyright to the Turbo-tape 
system and the various specialised loaders 
in the Turbo software. As far as we know. 
Micro Discount are the only company to 
sell a tape deck with a Turbo enhancement 
ready fitted and that is what the review 
was about, but we are happy to pul the 
record straight. 

Thinking that Micro Discount are the 
'Turbo 1 people is, perhaps, understandable 
since they have been the main promoters of 
the device in the past year or so and it is 
several years since we have heard any¬ 
thing of Rambit. However Rambit is still 
active producing the Turbo versions of soft¬ 
ware marketed by Mscro Discount and 
what is more they also run a trouble shoot¬ 
ing and tricky conversion service whereby, 
for little more than the return postage coat, 
they will attempt to place Turbo versions 
on Side 2 of the original tape, as done for 
Micro Discount, As an example he has re¬ 
cently converted PAGE & WRITER, pub¬ 
lished by New Atari User, for a reader who 
was having difficulties. 

You can get in touch with Rambit- at 16, 
The Green l'hurl by. Bourne, Lincolnshire 
PE 10 OHB or telephone 0778 424450. 


MAZE PRINT MISSING LINE 

The MAZE PRINT listing in Issue 65 had a line missing. Just drop in the following: 

30 GRAPHICS 4:POKE 708 P 179:POKE 712,39:P0KE 710,39 

otherwise you won’t be able to see what is going on" 


SWIFT SPREADSHEET 

With very little serious software now available announcements of re-releases of Quality 
application software are most welcome. The Atari Classic Programmer’s Club have 
acquired the rights to Audiogenic’s SWIFT SPREADSHEET, 

The manual has been re-written tor the Atari version and the product repackaged and 
the new version was released towards the end of last year. It retails for £12.95 on disk 
with a cassette version promised at £9.95. We hope to bring you a full review of the Swift 
Spreadsheet shortly but can certainly recommend the product to anyone requiring 
spreadsheet facilities on their Atari. Classic, 

Swift Spreadsheet can be obtained from. ACPC , Pen-Tyddyrt, Capel Cock, Llangefni, 
Anglesey , Gwynedd LL77 7VR . 
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News ...News ... News 


News ... 



AMC ANEW 

SPRING SHOW 


AMS is now the highlight of the year for Atari Classic owners 
and in 1994 you will be able to get double the enjoyment as the 
organisers have added a new show in the Spring 1 . You’ll Find full 
details of the dates and venue elsewhere in this issue. 

If you missed AMS 7 last November, then you missed what was 
probably the best supported event for the Atari Classic owner 
with most of the companies and individuals providing products 
and services for the Atari in attendance. Attendance from users 
was, however, down quite a lot on previous years and if you were 
one of those who didn’t attend you missed a lot of fun, and a lot of 
bargains. You could have picked up 80QXL’s for a fiver, 810- disk 
drives for £25 and 1050 disk drives for prices lower than they 
have ever been, Incredibly some of these bargains remained 


unsold at the end of the show! You would also have had the 
opportunity of meeting the folks behind KE-SOFT from Germany 
and ANG from Holland since they both made the trip across the 
Channel just to meet you. 

The weather for AMS 7 was appalling so maybe that was one 
excuse, but make sure that you give your support for future AMS 
events which are now the only national forum for the supporters 
of your computer. In the next issue we will give you a rundown, of 
all the exhibitors of interest who will be attending the Spring 
event so that you don’t miss out. Finally a note to exhibitors - if 
you are planning t.o attend the Spring AMS please tell us, and 
give some details of what you will be showing, so that we can give 
you full publicity in the next issue, 


INTRODUCE A FRIEND 

AND GET A FREE ACCESSORY SHOP VOUCHER WORTH {5! 

Yes, that’s right. Introduce your friends to New Atari User and we'll send you a voucher for £5 for every new subscriber you 
introduce. The voucher can he used for KL/XE or ST PD disks or any commercial software or other items from the PAGE 6 
ACCESSORY SHOP, either in part payment or full payment. 

All you need to do is put your name on the subscription form below and then persuade a friend to subscribe, Photocopy the form or 
give us a ring if you would like a few more forms for other Atari users. 

In order to qualify for the free voucher you must be an existing subscriber to New Atari User and the person you introduce must 
be a, new subscriber. Persons who have previously subscribed are not counted as new subscribers unless their previous subscription 
expired over 12 months ago. 

YOU CAN HAVE AS MANY VOUCHERS AS YOU WISH - 
EVERY NEW SUBSCRIBER INTRODUCED BY YOU GETS YOU A IS VOUCHER 


I want to show my commitment to Atari by subscribing to NEW ATARI USER 1 was introduced to new atari user by 
Please commence my subscription for SIX issues from *The Current/Next Issue 

* Delete appropriate 


Subscription no. 


Name,.,.. 

Address, 


□ I enclose Cheque/Postal Order for £ 

PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING 
~j I wish to pay by Accesses a.'MasterCard/Eurocard 

Card No; 


] ORDINARY SUBSCRIPTION 

Elsewhere Surface £17,00 

] DISK SUBSCRIPTION 


Elsewhere Air £23.00 


Elsewhere £42.00 


mm □□□□ □□□□ cm 

Expiry date: □□□□ 

Please debit my credit card with the amount shown above 


S ig nature ......- ».♦ 

DATA PROTECTION ACT: Details of your 

subscription wilt be held on computer - please tick this 
box if you OO NOT wish this to be done 


TO: RAGE 6, R-O. BOX 54, STAFFORD, ST16 1DR 
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Sharward Services presents 



prmg 



how 


Radio Rady 8c Electronics Fair 

SATURDAY 16 APRIL 1994 
Bindley Hall, Staffordshire Showground 

Weston Road, Stafford 

Off the A518 Sfafford-Uftoxeter Road 
AA Signposted from Junction 14 on M6 

Entrance - Adult £2 - Children under 14 Free 
Advance/Fastlane Tickets - £1.50 

(includes FREE Show Guide worth 50 pJ 

All formats supported , Including; IBM PCAmiga, 
Atari ST/8 bit, Carnes Machines, Acorn etc etc. 
Hardware, Software, Accessories, Radio, Sateiiite, 
Media Supplies, Complete Systems, Printers etc. 

Traders welcome - please contact the organisers 
for details, stands from Just £50. 

SHARWARD SERVICES 

Upland Centre - 2 Upland Road - Ipswich - IP4 5BT 
Tel - 0473 272002 Fax - 0473 272008 












Last year this year? 

For your old Mailbag Editor, it's 
that difficult time ofyear - the 
latest issue of New Atari User has 
just been published, the copy date 
for the first issue of 1 994 ts 
already looming H and Christmas is 
fast approaching! Although you 
won’t be reading this peerless 
prose until the beginning of Febru¬ 
ary, it has to be collated well in 
advance . So apologies if this Mail- 
bag turns out to be somewhat 
slimmer than usual but the Stage¬ 
coach from darkest Stafford has 
only had the opportunity to deliver 
a small amount of correspondence 
so far... 


Allan J Palmer 
patiently waits in 
the hot seat at the 
Mailbag office each 
issue waiting for 
your letters on all 
things Atari 

GET INTO PRINT! 

Write to MAILBAG at 
Page 6 Publishing 
P.0. Box 54, Stafford, 
ST16 1DR 




SOFTWARE - RATINGS, 
t/NDISTRIBUTEDS AND A 
GUIDE 

An anonymous letter writer from parts un¬ 
known (please sign your letters and in¬ 
clude your address on It. Mailbag items get 
separated from orders and other Torres- 
pondeuce] has a few inieresling thoughts: 
''Why not glue precise ratings of the soft¬ 
ware you test, hfce many other mays do?" 

J seem to remember Lcs commenting on 
this in a previous issue. When it comes 
down to it, ratings still tend to be subjec¬ 
tive and what ap|>eals to one person may 
not rate highly with another. Personally, t 
wonder how you can really rate software 
on a percentage scale? Perhaps Stuart 
Murray could give us his insight on how he 
applies a percentage scheme to his PD 
reviews. What do others think? 

The letter continues "Oner 10,00€ prog¬ 
rams of all sorts ftaue (been written since 
the 8-bit range appeared in i 979/80. each 
future issue of NAU could briny the oppor¬ 
tunity to bn ltd up a eery complete guide to 
existing software on the Atari Classic. Of 
course, this is a tremendous and ambitious 
project hut the number of S-bit earners In all 
countries (and therefore the different prog¬ 
rams everyone hasl could make this 
possible ." 

I think Kirk Ruebottoms "A - 2 of Golden 
Oldies" which ran in issues 50 - 55 was a 
very impressive attempt to document a 
great part of Lhe A Lari Classic commercial 
software library'. I assume the ' 10.000' fi¬ 
gure quoted must include PD software as 
well. Yes it would be a very Interesting 
project, but the time and energy to actual¬ 
ly compile such a major List would be con¬ 
siderable. Any volunteers? 

And more ... "As we all know, numerous 
softivare companies announced products 
for the XL fXE that very Jew people or no¬ 
body sum. Some were even written but 
never saw the light of day for the com¬ 
panies feared that the XL/XF sales figures 
would not be? high enough to ensure profit. 
If the Atari 8-hit market is definitely lost, 
tufty not put those "lost" games out via the 
PD scene?" 

There have been one or two articles in 
prirvious issues about "lost" software. Can 
anyone give a clear picttire of the intrica¬ 
cies of copyright and what prevents such 
software becoming available through PD 
Channels or Other means? And how do you 
seek permission from Companies that no 
longer exist? 


SID’S BITS AND PIECES... 

Regular correspondent Sid Berry from 17 
Old Pond Road. Ashford. Kent TN23 2QX 
sent in a letter which just missed the 
deadline for the last issue, Sid wrote that 
he was due to go In to hospital for an 
operation "...and may be laid up for some 
time afterwards - I may nof be able to write 
again for some time so coith regard to issue 
64, the first comment is for Les, Mr EUing* 
ham, Top Dog, Numero-Uno. etc., -.as you 
can see from the comments above J will be 
laid up at home after my operation and 
tubile I am I would be able to check out the 
article an Expanding Your Atari if you 
mould like and this mould keep me out of 
trouble with the lady wife. (We’ll have to 
call a close Lo this subject I’m afraid as I 
have absolutely no idea where the mi pub¬ 
lished parts of this series now are ... 
maybe returned to the original author ... 
maybe among the two van loads of stuff 
that had to go down the tip when we 
moved offices l Sorry hardware freaks l Les] 

"In response to the debate on. Home Filing 
Manager, and Nigel Ludlow the reason I 
stopped using it apart from the copy 
routines not working, was the. awfut layout. 
If I wanted, to use Index cards I would do 
so but lultft all the capabilities of the Atari 
going to mas to l decided to write my own 
filing system that could be used as a data¬ 
base. This uias guile good until I tenanted to 
store my record collection and could not Jit 
it ail fn fhe memory or on one disk. 

"As to the debate on AtarfWrtCer+ j use this 
all the time, mainly In connection with 
luork, I had to produce an applications list 
udtft retail price s and cross references to 
other manufacturers'parl numbers and 
cost prices, 1 had intended to use a data¬ 
base until f found how restricted they could 
be: so in desperation I used AW+- and 
although It is not Ideal It does allow me to 
produce a good looking document laid out 
how I u^ant if. ! am still looking for a good 
database with flexibility and access to 
hard drives , The finished document is 200 
characters per line on J5 inch wide paper 
so the 255 characters per scrolling line on 
the AW+ display is ideal to work with and 
iolfh search and replace both up and damn 
thejUe If [forks Loell ujitft the only draw¬ 
back being memory * even with 45K per file 
it requires 20 disks to store all the data! 

"The problem with the bank switching sys¬ 
tem on the I30XE or upgraded 80OXI. Is 
that AW+ was written around a I28K sys¬ 
tem and (s unaware of extra memory. If I 
eoer haoe ffme I u>ill inoestigate thfs /urth- 
er. As to Richard Preston's problem with 
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the KXPJ 123 printer I also use a Panaso¬ 
nic, among others a KXP1592 multi made 
wide carriage printer , anrf ftaoe constructed 
with AW+ and the printer manual seuenii 
drivers Jor different functions. This is easy 
to do and all the instructions are In the 
AW+ user guide. 

/rr reply to H Rogers of Southampton I 
have just obtained a S50 interface very 
cheaply because it had no manual or psu - 
this works fine with the Newbury printer 
via the serial port which can be accessed 
from AW^ with the Print. li J; command., etc. 
The 850 handler is part of AW4- oi rtd is 
installed at bootup. Just one question for 
Mr Rogers - did he euer belong to the Atari 
user group that used to meet at the Bold. 
Forrester? 1 used to belong to that group 
before matting to Kent 
“Just a quick note to Daniel Carrodano I 
am sorry l have not replied to your last 
letter, 1 took it to work to photocopy as 1 
send copies to my brother-in-law In Pari’ 
s mouth and it Jell into the cleaning lank in 
the workshop anti was destroyed! Ij’you 
would like to write again with your address 
I will be mare careful promise. 

"Also in reply io Fred Meljer, I also use 
Eurocheques for orders In Europe but for 
America 1 have found that credit cards are 
the cheapest tatty to purchase and most 
American suppliers expect customers to 
pay this way, 

"And also to David Bennett from Coventry 
- this problem with the 1050 drive not read¬ 
ing enhanced disks could be a fault or 
most often that the head requires cleaning. 

A dirty head to ill read data from sectors 
below 720 but because of the layout qf 
tracks on the disk those nearer the middle 
are packed tighter together. The se sectors 
are only used In enhanced mode and I 
would suggest Dadd cleans the head and 
sees If this soloes his problem; and while 
on the subject of disk drives, if Mr J R lies 
has been unable to find a power pack for 
the Indus GT drive I could make some Sys- 
„ iem test’s on this drive for him and calcu¬ 
late the power requirements and if need be 
construct a power supply for him. if this 
would Seine his problem please contact me 
at my home address. 

"And a few words for Mr E Macinemey - if 
he uses DlskBase with SpartaDos, he can 
set up a RAMdtsk to sort in. this fs much 
quicker;, also. SpartaDos has a uatid point/ 
note routine and can he used to copy data¬ 
base files Without losing track of sector 
pointers - unlike Dos 2.5. 

T And finally 1 wish Nell Taylor from Horn- 
dean r Hants good luck with the user group. 
Before moving to Kent I Hoed In Portsmouth 
and sflH have a Jew contacts In the area I 
will contact them arid make sure they are 
aware of your endeavour 
Well Sid. I trust that in the weeks since 
your letter arrived and the publication of 
this issue, yon have emerged fit and well 
from hospital and are on the road to recov¬ 
ery. Thank you for one of your usual in¬ 


teresting letters, If I had a prize to award 
for regular letter-writing in terms of quan¬ 
tity and content, I would have to award it 
to Sid - unless of course anybody else 
would like to write more regularly and on a 
wide range of topics. Perhaps I should ask 
Les tf we can afford a small prize for Lhe 
"Star Letter of the Month"? 


PAGE 6 WRITER 

Denham Phipps from Bradford, West York¬ 
shire reports that be has discovered tw T o 
undocumented features of Phil Cardwell's 
‘Page ft Writer' {featured back in issue 50.1. 

"Pressing CONTROL + Q glues you the 
option to exit to DOS. I haven't tested this 
thoroughly as I don't have a disk drive and 
am using the cassette version. Secondly, if 
you press RESET, the computer appears to 
lock up, and ail that hard work Is lost... hut 
pressing BREAK twice will return you to 
Page ft Writer complete with your work 
intact! 

"While Pm on this subject. I wonder If 
anyone has a solution to a problem I ha Of 
using Page 6 Writer - It does not like mixing 
elongated text (especially when centred1 
with normal text (I use a 1029 printer). 
Incidentally, [/"anyone has problems using 
this program to print using the International 
character set. the answer is simple, white 
setting up the control characters for the 
1029, assign to a key of your choice the 
ATABCif codes for the characters you want. 
For instance, if you want to print the pound 
sterling sign, you could give inverse-E a 
value of 27 and Inuerse^W'a ualue of 23 
(codes for 'Escape' and International char¬ 
acters’ respectively) and irwerse-ff a ualue 
of 8 (code for the pound sterling symbol). 
Then to get your symbol at the appropriate 
point in your text you press SELECT- 
+SHIFT+E. SELECT*SHIFT + W, SELECT- 
+SH1FT+H - this should work, bat 1 must 
admit that I haven’t tested It fully yet.,." 


SOME QUESTIONS 

Denham also raises some final questions 
that will be of interest to other users as 
follows: 

jl) is SpeedScript v3.0 any good? 

(2) Will Digital Editor or anything like it be 
available on cassette? 

(31 Has anyone ever heard of the Atari 
1450XLD computer or the VCS 
2600/5200 keyboard? 

(4) Are Alternative. Harlequin, or Fantasy 
still producing games for the 8-bit?" 

Thanks for your tips and comments, De¬ 
nham. Regarding your questions; (l)Fve 
never used the product, but it’s companion 
Speed Calc {also from COMPUTE ! m agazine 
was a good basic spreadsheet; any com¬ 
ments from other readers? Would anyone 


Like to write a feature comparing different 
word processors? [2)1 doubt that you'll see 
a cassette version of Digital Editor because 
it would he very Impractical to consider the 
loading of different fonts and Print Shop 
icons, ele. on a. regular basis from tape - 
it’s the sort of application that really needs 
a random access device, he. a disk drive; 

{31 back in 1983, Atari announced their 
new XL range - 6C0XL, 80QXL, 14G0XL 
and 1450XLD - you should be familiar 
with the fcSOQXL and 800XL models as they 
did enter production; however, although 
publicised (photographs appear in the July 
and December 1983 issues of ANTIC 
magazine! (he ) 4Q0XL and 145QX.LD never 
entered productionf Just Lo whet your 
appetite, the specification for the 140QXL 
was B4K RAM, built-in BASIC (Rev. B), 
diagnostics, programmable function keys, 
a built-in modern and a voice synthesiser] 
The D' suffix on the 1450XLD indicated 
that it had the same specification as the 
1400XL but with a built-in 5-25 inch disk 
drive (1050 model) and with cm expansion 
bay space for a second drivel! Disappoint¬ 
ing, isn’t It? Would anyone care to consider 
an article on building a pseudo-XLD 
machine?; and (4) no! 


DATABASE DECfSJOiV 

Martin Andrews from Derby has ", ..a very 
large collection of CDs. LPs and cassettes, 
which 1 would like to put on a database , 
This will be updated once every week or so. 
Can you please point me In the right direc¬ 
tion as to which database would be the 
most suitable. Le. will accept possibly 
thousands qf entries. Is fairly easy to set 
up and Is Convert ten t to add to anti sort. I 
have got AfarllVrtter+, Mini-Office II and 
File-It II amongst others, but haven't done 
much with them, I don'I want io start off 
with the wrong one and haue io transfer 
everything. Is there a purpose made prog¬ 
ram In the public domain which will 
already be suitable for my needs? 

Perhaps you should talk to Sid Berry - 
see his comments above on databases and 
recording information. This of course 
could be the subject of another article for 
tile magazine (hint) - a comparison of 
various database programs. The Page 6 PD 
Library has DlskBase (DS 38). 


CB OR NOT CB 

Back in issue 64, ArLhur Morris enquired 
about using CB to transmit Atari data. 
Nick Ashby from Rulsllp in Middlesex 
responds: 

"I am afraid this is a no no, only telephony 
(Le. speech) is allowed to be broadcast, via 
Citizens Band fCBj," 
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GENEALOGICAL 

PROBLEMS 

Nick Ashby Is also "...having problems 
trying to run the Genealogy program lPage 
6 PD disk DS29) using double density for- 
matted disks. I was hoping to at I cou ld 
increase the data file capacity and 
although I have transferred the program 
and files to double density disks (formatted 
by My DOS) using SpartaDOS , the program 
will not run properly " 

1 suspect Nick, lhot the program’s record 
handling routines, to cater for the inser¬ 
tion, amendment arid deletion of records, 
are built around "slaiidat’d" Atari IX^S 
constraints Ike. maximum number of sec¬ 
tors, cLe.] . Writing the program to cater for 
various density formats may have made 
the operation too complex - the author 
may not have had access to a double de¬ 
nsity drive. Maybe someone out there has 
developed a patch which can be applied to 
allow Genealogy to support a differeni de¬ 
nsity structure. 


this location is used tor memory manage¬ 
ment so no chance of using 4 players on a 
13QXE . unless of course someone knows 
better? 


soLimoivs or not? 

Kevin Cooke from Exeter in Devon has 
been tempted to wriLc following Eddie 
Cousins’ comments last issue about game 
solutions appearing in magazines, Kevin 
notes "... Despite supplying! some of toe 
hints / solutions in the last couple of Tipster 
columns, I have rarely used solutions to 
complete a game prematurely , as J don 't 
wish 10 a?os te my money on something that 
won't challenge me. At the end of the day ii 
comes down to how much self control you 
haute. If you haven't completed a game. Just 
don't read its solution. On the other hand, 
when you are slack, the solution Is there 
for you to user 


CLeaRing ERROR 9 


yet the printer running, study should be 
made of the "R:" device protocols and. to a 
lesser degree, the XIO command. What Job 
lows should strut as a warning fa eager 
bargain hunters. It is absolutely essential 
that before baying that "wonderful bar¬ 
gain", one fully considers exactly what it is 
and how one Intends to use it. Failure to do 
so may result In burnt fingers, 

"Ray Paulson wants to know about printer 
buffers. Since these dec ices are connected 
either by a ££232 or Centronics interface, 
they do not need to be ‘Atari compatible'. 
The best place to find printer buffers is to 
look in magazines Sltch as Computer Shop¬ 
per. The one I purchased about two years 
ago has 256K RAM on hoard, and cost 
about 25 pounds. Price may be so mew hat 
higher at the moment due to an (artificial) 
increase in RA&l prices." 

Thanks tor ail the information and sug¬ 
gestions. Mr Rl Tm sure our readers will 
find this of interest, 


WHICH LIGHT GUN GAME? 




M.U.L.E, Players 

Jason Kendal] from Bourne, Lancashire 
was pleased to see his letter printed in 
issue 65 and reports that he’s already had 
a reply to his Contact column plea for help 
with LQLirna. Now he knows that there are 
people out there who do respond Lo ques¬ 
tions, he’s got another one for us: 

"J he we recently been playing a ‘golden 
oldie' - M.U.L.E. from Electronic Arts. This is 
one of the few games to accommodate 4 
players, i.e. 4 joysticks at once. On other 
similar games such as Dandy Dungeons 
(Page G PD Library disk 73}, you cart control 
players J and 3 tufto one joystick and play¬ 
ers 2 and 4 with the other (much better on 
Dandy Dungeons ihnn normal 2 player 
model). With M.U.L.E. the 130XE only 
works on the 1 or 2 player options. The 
game recognises players i, 2 and 4 on the 
starting screen las their 'stick' messages 
light up). I thought that the XE had hard¬ 
ware to enable ports 3 and 4 to be on 
joysticks ) and 2 respectively. I have fried 
using the 800 Translator disk, hut this has 
no effect. Can anyone tell me if a 4 port 
adaptor could be made, or do l need to 
obtain an old 800?" 

I think the confusion here is ihaL the XE 
Operating System actually maps the 
values for joysticks 1 mid 2. into the sha¬ 
dow registers (locations 634 and 635) for 
sticks 3 and 4. this doesn’t mean that it 
will use those values Lo act as 'pseudo' 
joysticks- M.U.L.E. is probably written to 
ex pec I responses for joysticks 3 and 4 on 
FORTH (location 540171 - that h s fine on the 
HOO machine, but the XL and XE 
machines do not have a physical PORTB, 


B Rogers sends a note regarding lan FJn- 
Layson's Variable Lister Tutorial in issue 
65. Ian no Led that GOTQlng the routine a 
second time generates a "Error 9" because 
WORDS is already DIMensioncd, Mr Ro¬ 
gers suggests inserting a CLR command 
before WORDS is DlMcnsioried so that 
subsequent calls of the routine find 
WORDS u ii-DI Me ns ioned and the DIM 
statement then operates without generat¬ 
ing Lhe Error message. 


Another regular correspondent. B Rogers 
from Southampton writes with some 
answers to questions raised in issue 65: 

"Jack Dames writes about printer prob¬ 
lems he Is liaufng with a serial printer, /f 
should be noted that only 3 wires are RE¬ 
QUIRED for correct function of a RS232 
interface: these being TX Data, RX Data , 
anal Ground. Others are desirable . hut not 
essential. Assuming Mr Barnes has wired 
the cable correctly , fthe correct pinout is 
actually printed on page 55 of issue 65), 
the most likely problem is a lack of under 
standing of the implications of using a se¬ 
rial printer. First , it should be noted that 
most commercially produced software will 
noi recognise the printer as being present, 
since the assumption is often made that the 
printer will respond to the "P: " decide, Atar- 
iWriter is. f helfeue. one exception to this 
rule, since It allows Jar Che definition of 
custom printer dricers. The solution is as 
follows - send output to the "R:" handler 
'instead. Obviously, LPRINT, LIST "PA, etc. 
will not work. To fully understand how to 


Finally. Kevin Cooke has a question: 

"While looking at (Old) Atari User maga¬ 
zine Volume 3 number 8, l noticed a game 
for the Light Gun on the front cover - the 
game appears to be called ‘Trouble Shooter ’ 

- I have neuer heard of this game, but the 
magazine description of it sounds like 'Bug 
Hunt'. Can anyone tell me whether it was 
re-named for release?" 

Over lo lhe Light Gun fanatics 

And with that, it's time for me to get this 
Mailbag column in ttEe post, hopefully to 
meet the pre-Xmas copy dated l look for¬ 
ward to hearing Jfom you all to W94. Let s 
have lots of discussion of all things Atari to 
take us through 1994! 

i 

A DEDICATION 

This year I'd like to dedicate the column to 
Don Bell of Ontario. Canada. Don has run 
the excellent BellCom PD Library for the 
Atari Classic since 1986. BetlCom has al¬ 
ways been a friendly and professional 
operation. Sadly, the ievel of interest to the 
Atari Classic line has dropped to a point 
where Don finds It Is no longer practical to 
keep the BellCom Atari 8-bit PD Library 
running; and consequently the service 
closed on 31stDecember 1£*93. Thank you 
Don for your support of the Atari Classic 
and the great service you yaue toe Atari 
8-bit community during the last 7 years. 

Good luck in your future ventures! 

Allan J , Palmer 
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A Happy New Year! 

From A ‘crazy’ New Generation software 


They call us ‘crazy’ because of; 


Our incredible prices for software & hardware 


We won’t give yog details about our prices in this advert, 
but i can promise you that you will be amazed! Some of 
the disk software which is s by ANG-Software: 

Bang! Batikt Dark Abyss Eureka 
Johnny's Trouble Mines Open Mood 

Super Constructor Shit! STD foyer 

Special Forces Thinx TML Drum edit 

Some of the titles which are distributed by A MG: 

Adax Convicts Drop ft 

/ redr Mission Ham Kloss Humanoid 

Magia Krystotiy Miecze Vafdgira Muff & Draft 
Heron Super facOk 

And. of course, we do have a lot of cartridges and 
hardware like cables, printer interfaces, speedy's, joys¬ 
ticks* stereo upgrades, samplers etc. 


7 he Best oj POKEY Magazine 


A disk magazine and commercial game on one disk! Every" 
month a commercial game (selected by yourself!!) and a 
disk magazine with textiles about games* programming, 
tips, madbag etc., and, of course, nice programs to play 
with or to use, See the preview of Issue 1 in this New Atari 
User for more information. You will also receive every two 
months our catalogue for free! 


Mega Magazine 


The one and only diskmagazine for ali 'freaks’, issue 7 will 
soon be available, again filled with brilliant textfiles and 
programs for those who want to get all out of therr machine! 


Our free hi-monthly catalogue 


Software, hardware* special offers, newsfile, ANG news 
etc. You will get this one every two months for free as long 
as you order at ANG Software Drop a line for the first one 
and get the latest game from ANG for free! 


Far all Dutch and Belgium readers 


Er rs ook een disk Magazine in uw eigen taal! Ondertus- 
sen is reeds nummer 37 uitgekomen. Elk magazine bevat 
ongeveer 100 kilobyte tekst over programmeren, software, 
hardware projecten. handleidingen. etc. Naast deze teksten 
krijgt u Demoversies van commerciele games, goede public 
domain software, handige utilities en special voor het 
magazine geprogrammeer-de software. U kunt a ns schn- 
jven. faxen of bellen voor verdere mformatie! 

A New Generation Software 
Ridderkerksestraat 60 
3114 RK Schiedam - Holland 
Tel/FAX +31 - (11)10 427 17 32 


NORTH OF SCOTLAND ATARI USERS GROUP 


FUTURA 

THE NOSAUG NEWSLETTER 

A BI-MONT1HLY PUBLICATION ON DISK OR 
CASSETTE'PRINTED COPY FOR YOUR ATARI 8-BIT 

Editorial, news, trivia, reviews, competitions, programming etc. 
plus... top quality software from Futurians and the 
public domain 

SEND £1 FOR A SAMPLE DISK OR £2 FOR A CAS5ETTE ; PfflNTED COPY 

FUTURA ISSUE 11 - OUT NOW 
FUTURA ISSUE 12 - OUT 1st MARCH 

Prices: DISK El.95 each (£11 for G issue subscription) 
CASSETTE + PRINTED COPY £3.95 
Back issue disks 1 - IQ are stiff available at only £7.50 each 

NOSAUG PD 

CASSETTE LIBRARY 

Th& very best in public domain software on cassette for your Atari XUXE 
eg. GAMES 1-4, UTILITIES* AMAZING DEMOS. MUSICAL MADNESS, 
KiDS FUN* FUTURA ISSUES 1-10 

“ NRV im£S = UTILfTfES 2, BEST QFANTiC, FUTURA ISSUE 11 ** 
(Fuii cassette listings available with Future 1 t or by SAE) 
Prices: 1 - 3 cassettes £2,95 each 

4 - 6 cassettes £2.50 each 

_ _ T 4 cassettes El .95 each _ 

Please make cheques:p.o.’s payable to $,J. MURRAY and send to; 

NOSAUG, 71 Walker Road, Torry, Aberdeen, AB1 SDL, Scotland 


NOSAUG - AN ATARI 8-BIT USER GROUP! 


NORTH OF SCOTLAND ATARI USER GROUP 


NOSAUG PD 

DISK LIBRARY 

OVER 100 DOUBLE SIDED DISKS FEATURING 
THE VERY BEST IN PUBLIC DOMAIN AND 
SHAREWARE FOR YOUR A TARIS-BIT 

The following disks arc a small selection from our listings; 

UTILITIES 

PAGE EDITOR VS,3 - A poworful DTP trackage 
SOUND MONITOR PROFESSIONAL - Amazing music program, 20 
tracks included 

1029 UTILITIES Powerful utilities- for your Alari 1 029 printer 
THE NOSAUG PALETTE - Nine art packages on one dish? 

GAMES 

TETRIS TERROR - Seven of the best Tetris clones on one dish 
THE LOADED BRAIN - Concentration game with c*cellan| animated 
Graphics 

BEST OF ANTPC GAMES - Lois of classic titles from Anbc magazine 
TRAVELLERS 1 + 2 - Two versions of this brilliant game on one disk 

DEMOS 

THE HALLE PROJECT - The official continuation cf the Hobbytronic 

(2 dish set with bonus demos included! 
THE TOP MEGADEMO - WFMH classic 2 part megademo! 

EDUCATION 

NOSAUG EDUCATION 1 - Selection of quality educational programs 
BEST OF ANTIC EDUCATION - Education for all age grou&S 

DISK MAGAZINES 

INSIDE INFO Australian disk magazine by ACE - NSW 
MAGIC American disk magazine. Lots of software on eacih disk 
OL’ HACKERS NEWSLETTER • The best American dish newsletter 
START - The las! Antic programs released 

PLUS MANY, MANY MORE! SEND £1 FOR NOSAUG PD CATALOGUE 
PRICES: 1-4 disks £ 1.95 each 
5-9 disks £1.50 each 

** SPECIAL OFFER: 10 + disks £1.00 each ** 

Please make cheques.i'p.o.'s payable to SJ. MURRAY and send to: 

NOSAUG, 71 Walker Road, Torry, Aberdeen, AB13DL Scotland 


NOSAUG ■ AN ATARI 8-BIT USER GROUP! 
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XL/XETUTORIAL 

Some basic notes on 



Ann 0*Driscoll concludes 
her series on the 
Graphics modes of the 
Atari with the modes that 
are generally thought to 
be available only on the 
XL/XE models but are in 
fact available to all 

GRAPHICS 9 to 15 

Graphics 9 to 15 arc made up of 3 screen types; The GTIA 
modes (Graphics 9 to II) which allow the use of extra colours, 
two multicoloured text modes (Graphics 12 and 13) and Lwo 
high resolution drawing or map modes (Graphics 14 and 15), 

THE GTIA MODES 

Graphics 9 to L1 are called the GTIA modes because they use 
the Atari's GTIA chip. These modes were not accessible from 
BASIC on the first Atari s, which had a CTIA chip ins Lead. All 
three screens have the same dimensions (SO across by 192 
down!, they do not have text windows and they do not have 
screen borders. 

GRAPHICS 9 uses only 1 colour but this can appear in 16 
different luminances on Lhc screen at the same time. The 
background screen colour is controlled by register 4 aL mem¬ 
ory location 712 and you carl set it using POKE 712.C X 16 or 
SETCGLOR 4.C.G where "C" is the colour number (0-15) that 
you want. The luminance’ or last value in the SETCGLOR 
command doesn't have to he 0, but this value is usually 
chosen as it enables the full range of luminances to be shown. 
Next, you use the COLOR command Lo change the luminance 
of this colour so that you can see things printed on the screen. 
While the color command would normally use values in the 
0-15 range, you can in fact use any number In the 0-255 range 
and not get an error message. 


GRAPHICS 10 uses 9 colour registers In all. As well as the 
5 "standard" registers at memory locations 708'7l2. this mode 
also allows access to the 4 extra colour registers aL locations 
704-707 which are normally used for player missile graphics. 
You must POKE values into locations 704-707 but you may 
use SETCGLOR or POKE Lo place colours in the registers at 
locations 708-712. The COLOR command Is then used to pick 
a register as follows: 

COLOR O - location 704[background) 

COLOR 1 = location 705 
COLOR 2 = location 706 
COLOR 3 = location 707 
COLOR 4 = location 706 
COLOR 5 = location 709 
COLOR 6 = location 710 
COLOR 7 = location 71 1 
COLOR 8 = location 712 

One thing to note is that in this mode, memory location 704 
bolds the background screen colour generally held by register 
4 (location 712). Location 712 acts as a "normal" colour regis¬ 
ter in Graphics 10. 

GRAPHICS 11 uses 16 different colours which can appear 
on the screen at the same time. All of these must have the 
same luminance, which is controlled by register 4 at memory 
location 712. You can set it using POKE 7I2.L or SETCOLOR 
4,0,L where "L" is the luminance number (0-15) that you want. 
You then use the COLOR command to select the different 
colours for printing uri lhc screen. 

A DEMONSTRATION 

LISTING 1 is a simple program Lo show the 3 GTIA modes in 
operation and give ari idea of the range of colours available on 
these screens. The "G RAPHIC S" letters and numbers 9, 10 













EM 

eu 

MM 

ET 

CP 

UM 

HE 

FE 

HO 

FE 

BE 

AL 


SU 


ZT 

UU 

HQ 

bd 

51 

VK 

PH 

UP 

XH 

UU 

5K 

50 


KD 


CF 

TI 

JF 

QK 

UH 


* sen HMJiiimiumtHf i trrH i iiiuw i HJiijwtmitittimg i 


£ HEM H SOKE BASIC MOTES , , , tt 

3 BfM tt an Graphics 9 to IS It 

4 hem tt by Ann O'Driscoli n 

5 HEM « -- — —- a 

6 HEM S HEM ATARI USER » 

7 REM & January 1934 tf 


a BEM uumuuumnu n t rtn i mi mm i umuj itmm 1 1 1 m 

9 »EM 


. LI&rtHG !■' GRAPHICS » TD 3E 1 


32 REM 


5B CLH. ! GRAPHICS G(POKE 712* 140 : POKE 7 
1)4,255: POKE 752*1:? "'GRAPHICS 9 TD 11 
DEMO 1 ":? _____- 


66 ? 
MCE 11 


1 


TIQN 


ST APT 


CHARGES COLDUR/LUMIKA 
MOVES TO THE HEHT MO& 




7fl PUSITIDH 2,20:? » ►Press any key to 

begin 1 " 

00 IF PEEK C7643 =255 THEN DO 
9B GOTO 300 

99 REM — DRAM LINES - 

10® FOR K—0 TO IH:PLOT K,H + V:DPAHTn K + 
6*M+V:HEKT H:RETURN 

IIS FOR N = » TO 10:PLOT M,N +Y:PRAHTO H 4 
0,N+T:HEMT N;RETURN 

120 FOR H“0 TO 1:PLOT M + X„H;RRAMT D N + K 
,Bfl:HEKT HtRETURN 

130 FOR N-O TO UPLOT N +N, 0 + f ; DRAUTO M 
+H,Y+40iHEMT NTRETURN 

140 FOR N = 1 TO 1 i PLOT It , V + M : DR AMTO 76, 
Y+H:NEMT H:RETURN 

145 FOR N“G TO liPLQl N + K,118:AftAMT0 N 
+K,190;HEHT N:RETURN 

149 REM — .R,PiH.I.C.S. LETTERS 

150 K = O:G0SUB IZB : Y~73 : COSilO UfiiVifliG 
OSUO iO#:H = 7 £Y-40:COSUB 130:K-3it,US tin 
lOO;RETURN 

155 K=ll:G05Utt 12* j Y = 40! GOSUB u«:y=0: 

gosub ioa: k= 16:Y=e :gosub 138:k=ib:y=4* 
:gosus 130: return: 

1GO M—22 i G0SUS 128:Y-0;GOSUB 110:Y=40; 

GOSUB ll»:H=Z9:GOSUB 1ZD:RETURN 

165 H—32:GOSUB 120: W ~&TGOSUB 110 J V=40; 

GOSUB 110tK = 39:Y = 8iGOSUB 130;PE I URN 

178 K-4 2 : GOSUB 12*;¥=40:GOSUB 110:X=49 

SGOSUB 120:RETURN 

17© H=54:GOSUB 128;RETURN 

ISO X-SB ; GO SUB 128 : Y-W : GOSUB lift; Y^7B: 

GOSUB 110;RETURN 


Listing 1 



and 11 are set up using PLOT and DRAWTO subroutines and a 
different color/luminance is chosen with the COLOR command 
before each routine Is called up, The default settings initiated 
in LINES 300, 410-420 and 500 may he changed if you press 
the OPTION key, while pressing START brings you on to the 
next screen. 

If you want to take a further look at the GTIA modes, a good 
place to start might be some early disks from the Page 6 Public 
Domain Library 7 , Disk #16 has two drawing programs, one in 
Graphics 9 and the oilier in Graphics 11, while Disk #2 has 
some Graphics 10 demos. 


continued m- 


TABLE 1 

REDEFINITION OF "0" 

USING 


DIFFERENT COLOUR REGISTERS 


REGISTER 708 

REGISTER 709 

REGISTER 710 

00000000 ( 0) 

00000000 (0) 

00000000 ( 0) 

00010101 (21) 

00101010 (42) 

00111111 

(63) 

00010001 (17) 

00100010 (34) 

00110011 

(51) 

00010001 (17) 

00100010 (34) 

00110011 

(51) 

00010001 (17) 

00100010 (34) 

00110011 

(51) 

00010001 (17) 

Q01Q001G (34) 

00110011 

(51) 

00010001 (17) 

00100010 (34) 

00110011 

(SI) 

0Q010T01 (21) 

00101010 (42) 

00111111 

(63) 
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EH 
CM 
MM 
GT 
CP 
UH 
HE 
FE 
NO 
AC 
DE 
5 J 


Of; 


BO 


AE 

HU 

DP 

OH 

J4 

TZ 

L5 

G£ 

AN 

OK 

AD 

QE 

ce 

CFf 

jy 

GA 

DL 


1 REM w h m i n i immtmTMMntimmwu*wmmTrtrtM 

2 DEM 8 50ME BASIC NOTES ... tt 

3 REM It on Graphics 5 to IS 8 

4 REM 8 hv Arm Q'DriSEflJJ 8 

G REM tt —---8 

6 REM 8 NEW ATARI USER 8 

7 REM « January 1554 8 

a rem uir tiii irnn8Tmtmmrn» i uuuuH iii mnrtm ns 

5 REM 
36 REM 
32 REM 

40 CLR : POKE 10&, lt>« t &IM MS C341 : RE5T OR 
E 50: FOR N“ I TO 34 ; READ M i MS CN , ti> = Cttft5 


CK> £ NEXT tt 

50 DATA 104,104,133,207,3*4,133,206,16 
5,0,133,2*4 ,165,224,133,205,162,4,160, 
0,177 

SS DATA 204,145,206,136,203,245,250i2* 
5 ,230,207,2 02,200,24?, 5© 

6* NO -120 : RAM6 = H0-tt256 : KH-LI5 R (ADR C MS J , R 
A MB] 

65 RE5T0RE 00: FOR tt-RAMU +16*B TO RAMB + 
2BHS*1:READ B;POKE H,B:ttCHT tt 
aa DATA *,21,17,17,17,1.7,17,21 
81 DATA 8,12,12,12,12,12,12,63 
02 DATA 0,21,1,1,21,16,16,21 
03 DATA 0,63,3,3,63,3x3,63 
04 DATA 0,32,32,32,34x42,2x2 
05 DATA *,21,16,16,21,1,1,21 

86 DATA 8,32,32,32,42,34,34,42 

87 DATA 8,42,2,2,2,2,2,2 

60 DATA fl,21,17*17,21,17,!7,21 
05 DATA 8,63,51,61,63,3,3,3 

54 REM *■ JAKE THE REM A«AV FROM LIKE 

55 REM ■* 55 IF YOUR ATARI CAN'T 

56 REM ACCESS GRAPHICS 12 TO 15 

57 REM *» DIRECTLY FROM BASIC 
50 REM *1 


Listing 2 


NH 

KM 

RF 

AA 


HU 

KL 

MO 

LD 

HG 

GA 


LY 

MM 

MB 

OR 

CR 


JO 

PH 

YZ 


AL 


YC 

ZY 


LH 


55 REM GOTO 580 

155 REM — GRAPHICS 1$ INTRO SCREEN 
20* GRAPHICS 15: POKE 75Z,l;P*lfE 764.25 
S:MH“6 


21* FOR N-0 TO 155 STEP 3:COLOR Ntt:PLO 
T 75x*:ORAMlO tt,75:PLOT 75,1557 PRAHTd 
H,75:ttK-MN+1iIF MN> 3 THEM MN=* 

228 NEMT H 


230 7 


♦Press 


iTfiRT 


for Graphics 


JL2*' 

24* IF PEEK C532795 <>6 THEN 24* 

255 REM - GRAPHICS *2 

3*8 GRAPHICS 2 2 i POKE 752,1 SPOKE 1*6,NO 
-I SPOKE 756.RAM87266 

310 POSITION: 0,4:7 86; "1 2 3 4 H 6 7 ft 
5 OPPOSITION C,?i7 86 f "10 21 32 43 5 
6 *7 53" 

320 ? " iPrsss ■a'EIfKM For Graphics 


13" 

330 IF PEEKC53Z75T<>* THEN 33ft 
355 REM —” GRAPHICS 13 

48B GRAPHICS 13 SPOKE 106,HB-ISPOKE 756 
,RAMB/256 

418 POSITION 0*2:7 Hft;**! 2 3 4 5 6 7 0 
5 0":POSITION 0,6:7 86;"ie 21 32 43 5 
6 87 53" 

420 POKE 764,256IEND 

455 REM - SET UP ANTIC 4 

600 GRAPHICS 0J DL =PEEK(S6«)+?S6*PEEKC5 
Git SPOKE DL + 3,PEEKtDL + 3J *Z 
Stfl FOR tt-G TO 24 SPOKE BL + N, PETEK CRL 4NJ 
+2SNEHT H 

520 POKE 106,NB-1SPOKE 756,RAMB/256 
530 POSITION 0,4;7 "i 2 3 4 5 6 7 0 5 
ft"!POSITION 8,7S? ”1* 21 32 43 56 87 5 
3" 

540 POSITION 2,28iEND 


XL/XE 

GRAPHICS MODES 

Graphics I2 h 13, 14 and 15 are 4 modes which cannot be 
called up directly from BASIC on ihc older Atari computers, IL 
is, however* still possible to access these extra screens on Lite 
400/800 machines by using a Utile programming, and an 
example of this is given in LISTING 2- 

GRAPHICS 1 2 AND 13 are multicoloured text modes. In 
Graphics 12, each character is the same height as a Graphics 
0 character (8 scan lines) and you can fit 40 characters across 
a line of srrren. You can also fit 40 characters across the 
screen in Graphics 13, except ibis time the characters are 16 
scan lines high (double the Graphics 0 height). 

You really have to define your own character set to use these 
modes because, while each character still uses 8 bytes of 
memory {Le. fits on an 8x8 grid), the computer reads the bytes 
in pairs of hi Is rather than singly and only displays l bit per 
pair (4 per 8 tine byte). Tire pixels are double the Graphics 0 
width so the characters are still the same size, Each "biL pair 


specifies the colour register which the bit uses. With 4 possible 
2 bit combinations, you can therefore have 4 colours within 
each character. The combinations are: 

GO - register 4 (location 712) 

Ol = register 0 (location 708) 

IO = register 1 (location 709) 

11 - regisier 2 (location 7TO) OR 

register 3 (location 71 I J if in inverse mode. 

Character definition may still be done on an 8X8 grid: If a bil 
is "off you pul in a 00 to select the background colour regisier; 
if it is "on" you put in a 01, a 10 or a 11 depending on Ihe 
colour you want. Table 1 might throw some light on how this 
works. Et shows how one character - the 0 - was actually 
redefined for LISTING '2 (explained below) using register 708 
and what the bit pattern would have Looked like if the same 
character had been produced using registers 709 or 710- The 
numbers shown in the brackets are the decimal values which 
are POKEd into the RAM character locations to produce the 
chosen figure; in this case the numbers under Register 708 
were used (LINE 80), 
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ORAl^lJSf Internation al 

StereoPlus Upgrade 


....£ 29,99 

Hardware upgrade tor aOCXL & 65/130XE ih&t doubles 
the number or sound channels & can provide stereo 
sound. Upgrade consists of PCB which holds 2 FQftEY 
Chios. IF your original POKEY is in a socket installation 
only requires soldering of 2 wires and drilling of holes in 
case for phono sockets. Upgrade it, Gumby compatible. 
Full Instructions and demo disk supplied 


MidiMaster II..£ 25.00 

Complete low cast Midi interlace lor the Atari Classic 
range of computers. & track sequencer. Music players, 
CZ & DX voice editors. Interface p’ugs into SIC Cham. 
Software supplied on disk. 


Replay Sound Sampling System ,.,£25,00 

Hardware cartridge that enables ary 48K Atari Classic 1o 
samplevrecord sounds which can be played 1hrough the 
TV/mcnitor. Replay Is not required to play them. 

Software includes sampler, Digidmm Didisynlh and 
details on how to use sounds within your own programs. 


DigiDrum Version ff. 


£ 3,50 


Zeppelin Software 

4 for £10.00 
Arcade Fruit Machine/ 
Gavernia /Jncky Wilson's 
Darts Challenge f Kenny 
Dalglish Soccer Manager / 
Les Vegas Casino / Mirax 
Force i Ninja Commander t 
Speed Aw / Stack Up ( 
World Soccar/ZybeK 

Af/fifos an asA&icf&i tinted Sigwy 


Atari ST Software 
Action Service / Alpha Waves / Arlura f Battleships / 
Seyond Ihe Ice Palace / Blasteroids / Chicago 90/ C/ack 
Down / Dark Fusion/ Detleklcr t Dogs of War / Eagle's 
Rider i Eye of Homs I Future Dreams / Gambler V Ghouls 
'r' Ghosts / Go-Moku >’ Renju I H.AJ.E I Highway Patrol 2 
/Jumping Jackson / Krypton Egg/Leviathan ■' L*eralor \ 
Mupshot! ! Murder In Venice / Mystical f Operation 
Neptune / Outcast / Passing Shol / Phobia / Phoenix / 
Pop Up I Powerplay t Quest for the Time-Bird ! Rally 
Cross / S.W. I.V. / S Dl f Silkworm : Spherical / 
Spidertromc / T.N T ' The Light Corridor/ The Toyottes / 
Timeblast / Trauma / Turbn GT..' Tusker f Warlocks Quest 
/ Xenon / Z-Gut 

£3.50each or 4for£12.00 

Stozk so dcasa /rdrc,m alternative efrosd/s 

Please send cheques,' P0 / IMO's to Gra'm I '-■lematona.i. Dept 

P66.11 Shillto? Head, Paritslnne, Poole. Dorset BHf£ 2BN 
PitP: UK - El .60. ECO - £2.50 + 10% vaiue ol goods 
NEW PRODUCT GUIDE AVAILABLE - PLEASE SEND £$AE 


Cartridge Packs 
Pack A: Asteroids, Penge. 
Delender. Designer Pencil, 
KaboDn, Tennis fit Mastedype 
Save El5, now only £12.00 
Pack B Star Raidars. Dig 
Dug, Necromancer, River 
Raid, Donkey Kong Jnr„ 
Robotrcn. 2C04 & ^alaxian 
Save £20, new only £22.00 


Other Cartridges 

Ace Of Aces ..£12,50 

Arohon .,.,£4.50 

Blue Max ...... £4.00 

Caverns of Mars.£4 .CO 

Donkey Kong ..£5.00 

Eastern Front.£4.00 

Final Legacy..E9.00 

Gate ..,.,..,....£9,00 

Jungle Hunt. .£9.00 


Mew 1010 
Program Recorders 
£12.50 each 


Reconditioned 10-50 
Disk Drives 
Includes PSU & SIO 
£70.00 each 

UK fas#-? ooty tar WW& WS&s 


lean (Sarraghty ioftware 

For Atari XE/XE Software! 

1 PD IMm J ‘ Commercial Software Publishing * jfdnuin? masking 1 .V* £ 
tifrf Hardwire £ So/hcare * Softnare'Hanlicare bought, sold, & exchanged 

NEW ITEMS Alien Blast - A ns* verbal tf Space Inv&lers far iqht pm 

USSri. Requires any KbXE (frw a rrnHfr) and a rigm gun 

Disk - E4.95 Flambit Turbo Tap* - E6i5 

Tuf O* LoBc/ K/te - We row sell Ramnil fcrbo bad his far 1010 and XC12 dala reeotiftrS 

^ k ■ ir^'uctons} anc camfltSmn soffit or lap;. Ths Hfrifat lufaa loan* 

7 1 8 tace-s & imts la&ter than a standard data nwofdcr. bate of 'eatfy converted 

pr| f r £13 ilK - fr' ferirs tit Oise far jrou. Spud jrtPur 

■ 0t£J Of XC12 wlln £19,50 sntl we(t$Md your da la retofdtf back Turbo e^iavjradr 

Rambit Tape Usera - WftMw hauP Ihe PPP game aombi« Tufas ape farhiaS. 

Prioe. ^&.2S. O, buy ^ aJong im|h Rubber Bail Qlaggs ih and MiresuneciMr fo r juaC C1545 


* P-D r on Rambft and Standard load tape * 

oJb now have seme P.D. avafeble cn sfandard and turbo k>ad farnata. Write lor catalogue 

Al> Prices Quoisd include Arsr rtass P&P Fop a fuller String of our products, see our 3£ f ,rr 
■ Jenr Aten Oser Issue 64 . or send 2 x 19 p stamps favourlnee 25 pace catalogue Other 
rciurtfreg sorrel 3 IdernatfOnal Hep.ry ' - 

D.G.S., 63 THOMSON AVE, BALEY, DONCASTER, DN4 0NU> ENGLAND 
Phone: [0302] SSBOaSlmtemattonaJ; +44-302-S55 026 


SEND A CONTRIBUTION! 

Remember it f s your contributions that 
keep New Atari User alive * Whether it s 
a set of mini programs like those in pre¬ 
vious issues or a comprehensive technic¬ 
al article, or an arcade ^ame we want to 
be able to give other Atari users the 
opportunity to enjoy your work , 

Look out your programs, polish them up 
and send them in! 


Some basic notes on... graphics 

continued 


GRAPHICS 14 AND 1 5 are like Graphics 6 and 7 
respectively, except that each pixel is one scan line long in¬ 
stead of the 2 used in Graphics 0/7, This means that you get 
ivery high resolution screens (160 x 192; or 160 x 160 with a 
text window) which arc most suitable for drawing, The colour 
use is the same as Graphics 6 and 7 - Graphics 14 uses 
register 4 flocation 712) for the background and register O 
(location 708) for drawing points. Graphics 15 uses registers I 
and 2 (locations 709 and 710} for points as well. 


#58 is an easy to use editor program which allows you to 
redesign louts in Graphics 1 or Graphics 12. and in lad uses 
Graphics 12 as Ihe default. The new character set is called up 
by LIME 300 (for Graphics 12) and LIME 400 (for Graphics i3j, 

MAKING AN 
XL/XE SCREEN 


AN EXAMPLE 

LIST/aTG 2 rede tines the 10 number keys (0 to 9) to show 
Graphics I 2 and 1.1 In operation. The introductory screen, 
beginning at LINE 200, draws a pattern in Graphics 15 to 
show the high resolution of this mode. The character set is 
duplicated in RAM by the routine at LINES 40-60 and the new 
dain is PQKEd into the number key locations by LIME 65: LINE 
80 holds the data for Lhe new 0. LINE SI ihe data for the new 
1, and so on. The characters were designed on graph paper 
and the data numbers to be poked tnio the specific memory 
locations were worked out manually. Such a method was 
adequate in this case because there were only 10 characters 
involved, but you might find it handier to use a font editor if 
you were planning on rede finin g the full character set. Steve 
Lakey’s Font and Display Editor on New Atari User Issue Disk 


Tile last few lines ofllsting 2 show how you can set up your 
own Graphics 12 screen by amending the pre-programmed 
display list for Graphics 0. In a display list instruction byte, 
the number "2" means show a Graphics O line and "4" means 
show a Graphics 12 line. These are called Antic mode num¬ 
bers. The numbers for the other XL/XE screens arc 5 
(Graphics 13), 12 (Graphics 14) and 14 (Graphics 15). LINES 
500-510 set up a Graphics 0 screen, find out where Lhe display 
list starts and replace most of the 2s with 4s, the last few lines 
w r ere left In Graphics 0 so that the Ready" prompt would be 
displayed normally when the program ended. LINE 530 prints 
out the numbers in Graphics 12, The only difference between 
Lhis line and LINE 310 is that the #6 is gone: This is because 
ihe computer thinks it is still working in Graphics 0. Finally, 
you must take the REM away from LINE 99 (thus bypassing 
the lines which call tip Graphics 15. 12 and 13 directly} to 
bring this section of the listing Into operation. " • 
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etc, Such a header could be written to 3 newly formatted disk 
by using a disk sector editor but this can be confusing and 
time consuming, since it must always be remembered how a 
disk stores Its da la. In order to overcome these problems in a 


user friendly way, "Disk Directory Header" was born. 

Disk Directory Header can create a header consisting of up to 
eight lines, completely filling the first directory sector if re¬ 
quired where each line can consist of up to eleven characters, 
the normal Ole name length. 

Disk Directory Header V. 2 provides nine standard headers 
which can be selected from the main menu as well as allowing 
you to create a custom designed header. 

THE SCREEN 

The top section of the screen comprises of the title. Tire 
central and the lower sections comprise the main working part 
of the screen, 

USING THE 
DIRECTORY HEADER 

When Disk Directory' Header is first run. the centre section 
contains a menu and a prompt. To select one of Ihe nine 
standard headers, press the appropriate number key. the 
menu will be erased and the chosen header printed in its place 
on the left side of the screen. Jf the chosen header requires a 
date then this will he requested before prompting for the 
formatting details. 

As a part of the main menu, the bottom line of the screen 
contains a small two option menu, as a reminder, that al any 
time START can be used to cycle through the background 
colours whilst SELECT is used in reset the colour back to blue. 

If a custom designed header is selected from the menu, the 
menu is again erased mid the necessary details printed to 
enable its construction. As each line is entered, it is printed to 
the screen and a menu is displayed on the bottom line. Select 
"N" to continue and enter the next line, " J P" to exit early and to 
prepare the disk or ESCAPE to exit back to the menu. If and 
when an eighth line is entered, the 'N/P/ESCAPE' menu is 
bypassed and control is passed directly to the ‘Prepare disk 
section. 


PREPARE DISK 

This section is entered after a header is completed and RE¬ 
TURN pressed. ESCAPE will exit back to ihe menu. 

Prepare disk allows a disk to be first formatted In either single 
or enhanced density, ESCAPE again is used to exit. is 
pressed to select single density or "E" is pressed for enhanced 
density. After selecting. ‘CAUTION' is displayed on screen re¬ 
quiring "Y" to be pressed to continue. Any other key will return 
back to the previous stage to select the format density. 

Upon pressing T\ the disk which is currently in drive # 1 is 
formatted and the header written into the directory. After this, 
the disk’s directory is read and printed to the right hand side 
of ihe screen to confirm Us presence. 

Once the header has been written and the directory' display¬ 
ed. the option to write the DOS.SYS file is given Upon pressing 
T r , the directory display on screen is erased and the DOS,SYS 
file written to the disk and Socked. The disk's directory is then 
once again read and displayed. 

Regardless whether or not the DOS-SYS file has been written 
to the disk, the option to prepare another disk with the same 
header is presented. Pressing "Y" will allow the format density 
for this disk to be selected. Any other key will exit back to Lhe 
menu. 

MODIFYING THE 
STANDARD HEADERS 

Naturally the standard built-in headers will need to be amen¬ 
ded to Incorporate the users name rather than my own name. 
The standard headers are stored at Use end of the listing in the 
form of basic DATA, When modifying the headers, the single 
line format must be maintained due to ihe way that the 
program selects the various headers. Each set of header DATA 
terminates with the W character which is most probably the 
least likely character required for a header. It can be used 
within a. line of characters but must not be used alone. The 
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John Foskett’s Disk. Directory 
Header published in Issue 65 
proved to be very popular 
with lots of contribution 
disks arriving at New Atari 
User with custom headers. 
Just as we published the 
original a new , easier to use , 
version arrived and we make 
no apologies for so quickly 
presenting Version 2 of this 
great utility 


limitation of a maximum of eight lines where each line com¬ 
prises of a maximum of eleven characters must also he main¬ 
tained, The main menu should also he modified lo reflect the 
changes made. 

If a modified header needs a date, then its position must be 
considered so that the details Can be printed within the header 
on screen and for inclusion into the string for writing into the 
first directory sector of the disk. For this reason it may prove 
more convenient lo leave the date position where it is and to 
simply modify the header around it. 


TECHNICAL DETAILS 

A VBI routine is used to control the background colour 
cycling, to disable the attract mode and to disable the 
CONTROL-1 stop-start toggle. It also provides an optional 
keyboard lock to ensure that only the normal uppercase char¬ 
acter set ASCII codes can be used when selecting from the 
menus. This part of the VBI cancels any accidental operation 
of the respective two keys. The keyboard lock is disabled when 
the cusiom designed header is selected to enable Lhe use of all 
characters. 

/Ml text erasing is achieved by using a machine code routine 
which defaults lo erasing the lower section of the screen only, 
unless otherwise set up. 

The cursor used within the data entry section is "player £ero\ 
its colour Is also controlled hy the VBI according to the back¬ 
ground colour, A small machine code routine is used to ensure 
LhaL the player zero stripe is clear before the cursor is defined. 

A small machine code routine is used to access Lhe internal 
routines enabling data to be written to the disk, 

A custom display list enables the use of a mixed mode text 
screen. 

The machine code routines are stored in lhe form of reiocaL- 
able machine code strings. The display list is also stored as a 
relocatable string, the strings being directly defined to elimin¬ 
ate initialising time caused by the loading of data. 


DISK DIRECTORY HEADER v. 2 
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di: 

SK DIRECTORY HEADER V. 2 



FL 220 IF NUM-N1 AND CK<40 OB it> 57T THEN 


LK 640 POKE 70S,HI:POKE 770,87:POKE 772,L 



25® 


D;POKE 773,HI:POKE 770,105:POKE 770,HI 



JQ 233 IF P<MAK THEN PiP + HI: POS ITION H + P- 


:I-USR CADRCDHtIT 



HI ,U:7 ewas CK1 : 15 [p, P ) £K> 


SR 650 I=USfltADRtE$>,NI6,N43:P05ITIOM N2, 



RM 240 IF P=MAX THEN POSITION H+P~KI,V;7 


Hit;? “DISK FORMATTED AMD HEADER HR ITT 



CHBSCKJ 11$ CNAK,KAX) CHRStKJ 


EH":G05UB 7?0 



EV 250 IF K-126 AHb P>NO THEN I$£P,PJ '* 


SN 664 REM ■ riif\TMTiWni-NiIKtf 



: 15 IP3="":P=1>-|I1; POSITION H+F,V:? " " 


TJ 670 POSITION M2,N1S!7 ’"PRESS WM TO HR 



BK 200 PONE 51240,40 *H*N4+P*H4+ CPOMAH3 »M 


IT£ DOS,SYS FILL":60SUB 640!IF K<>BS T 



4 


MEN 720 



PF 270 GOTO ISO 


ID KHa DFK M 4 IJ6TIN>11 i-fj-YlM 



CD 263 PPM 14W»rJilM-YMa?tjaa.i 


as &S0 DS-Nl:I=USRCADRCE$3,M3 1 M10,N20,373 



YD 2*0 IF KEY-NO THEN POP 


iI=U5R£ADRtE$>,N16,N43:POSITION N2,M16 i 



10 30O POP ;£OTQ 100 


! ? 4P HRITING DOS. SYS HITH VERIFY**" 



KN 310 HEM —■ —---—- 


GH 700 ? PHS:UPEH ONI , N3 , NO , iP & : DOS . SYS” : C 



TZ 320 OEM ■ 41 f■*<■!■Tt-VT! 1 JON 4A AJJM N'T-J -M 


LOSE OMl:HIO 35,»N1, NO, N0,* 4 D ! DOS. SYS 14 ! 



AH 330 POSITION H£ f N3:7 "CUSTOM HEADER"IS 


GOSUB 790 



ECS-" SEC$ CH1761 :SECS £N2T-SECS-;L 


YP 710 REH 



XMt-Nd:P694-H0:P782=64 


UF 720 POKE MA913,VERIFY:I=USR£ADR£ESIJ:P 



JZ 340 I-USR {AD R f£$3 t i L3HE = L INE*H1: POSIT! 


DSITIDM N2,H14:? “DISK PREPARED IN DRl 



ON M2 i. Ml 4 ! 7 "ENTER LINE *" ; LINE ; "! " 


VE l* 41 



FV 350 7 4+> + “““---''HEIGHT L 


CU 730 ? PREP£i" DENSITY HITH' 4 j! IF DS^HO 



INES MAXIMUM J-J EMIT" 


THEN 7 "OUT"; 



PH 360 MAH-N11iH^N14:POKE SSI,Ni;POKE 604 


OF 740 ? ’ p DOS»SYS"! ? #, **PRE5S WM TO PRE 



,P6S4:POKE 762,P7&2!GOSUB 17B:PO?4=PEE 


PARE ANOTHER DISK** 



K£6*43 :P702=PEEN C70Z J : POKE SSI,MB 


HF 760 GOSUB 840!IF K<>09 THEM GOTO 100 



HP 370 J = LINE«N16-N15 I SEC* £JJ s^btffr; SEC 


CC 766 I-USRCADR EES3 ,N3,Nl1,H2B,371 :GOTO 



S tJthj)—15 


480 



HH 38B POSITION N2, K3+LIHE : 7 LINE i " : 41 l IS 


LK 770 REM ——— . —- — 



: IF LIKE ttfl T«f « lit. 1 LiftN 


rn<i Wll H:74I1 print DiS <■: D itpc to r y 1 



ZJ 3*0 I-USR EADR EE33 J : POSITION N1,N1*:7 14 


RK 7SB POKE 82,N28:POSITION N20,H3!? ’*&IS 



EMIT O BENT LINE UM PREP ABE 


K DIRECTORY**;OPEN ttNl, N6 * NO * P ‘D > »** 



PI 


UU 600 INPUT mil; MS:? MSiXF MS £Ni, N1J <>""* 



CF 400 GOSUB 040:IF K = K27 THEN POP t GOTO 


44 THEM CLOSE UNI iPOKE 02,N2;RETURN 



100 


OH B10 GOTO 600 



QP 410 IF K = 7B THEN 340 


LE 620 REM --—- 



HH 42® IF N=0* THEN RETURN 


LN 330 REH 



HI 430 GOTO 400 


HG 840 POKE 764,2S5iOPEN tlNl, H4 , HP, *‘K ; 44 ! G 



KK 440 REM P■!^TpimUTnTHfftlits 


ET UNI, K:CLOSE t*N 1 ! RETURN 



CM 450 IF LINE<W0 THEN J=ELINEWKlB+Nl> i5E 


LK 050 REM - 



CS tJJ = ,4 3" : SECS CH1263 = 4P 3": SECS ( J+NJt) =SE 


Print standard Headers J 



C$t41 


63 373 POKE 591,NS:I=N6■POSITION H5,N3:? 



LI 460 REM —™ ■* " 


"HEADER: KEY:RESTORE KEYNN20-H20+1B5 



05 470 RFh MP3 mu 


3 



JC 460 I-USR(ADRCE$33!POSITION N2,N14£? » 


EO 660 BEAD MS: IF HSO P4 C" THEN SFCS£I*N16 



PREPARE DlSK"iDS=N8 


+H13 i SECS CI«N16*ttB3 =H$ ;P0SITI0 



MU 420 ? "*SELECT DENSITY TO FORMAT!":? " 


N N4 r N4 +1 £ 7 HS: 1=1*111: GOTO 363 



llB4T<a EMIT Wm ENHANCED El SINGLE 


KM BS0 IF KEY<M4 THEN 1158 



j i 


DD *00 REM |iTft«iM.kli™ 



TA 500 GOSUB 840:IF K = H2? THEN 100 


MV *10 POSITION N2,N1*:7 NE^ 



YH 510 IF K — 33 THEN PREP—NO : PREP$= 4 *5XII£LE 


HS *28 GOSUB B48IIF K-N27 THEN EHIT-A:RET 



41 : GOTO 550 


URN 



SY 520 IF K=69 THEN PREP-Ni;PREP £- M EMHAItC 


PH *30 IF K=N155 THEN *60 



ED 4 * 1 GOTO 550 


PU *43 GOTO *23 



HE 530 GOTO 500 


i 01 *50 IttH M JJTTViJiMZTgCEM 



Pfi 54 0 REH 


NF *60 I-USR(ADR CE$91:POSITION H2 J N14:7 41 



RC 550 I=USR(ADRtE$3 IMPOSITION HZ,N14;7 ** 


PLEASE ENTER THE FOLLOWING" 1 ? 44 ****ENT 



■Cf-IJDHSirB PREPARE DISK*"";'* PREPS: 11 DEN 


EB NUMERALS ONLY ► EKITtttt 41 



SITY SELECTED* 1 


DU *70 IF KEY>N3 AND KEY<N8 THEN 1B66 



ZC 560 7 "++PRE55 WM IQ PREPARE DISK IN 





PRIME l ,l i 


FH **0 MAK-H2 t H-24!NUK=N1■7 "ENTER MONTH: 



| ZQ 578 GOSUB 34 0 i IF KOB* THEN 430 


1 t<» 12 >4— 44 



OF SBO I-USRCADRCE$J3iPOSITION H2,H14:? “ 


ON 1008 GOSUB 170:HTH-VALtl£> :IF MTH < Nl O 



PREPARING DISK IN DRIVE NUMBER 1" 


R HTM>±2 THEN POSITION 24,NIB:7 “ ":G 



UH 5*0 7 “^FORMATTING DISK IN “i PREPS;* 4 D 


OfD 1000 



EHSITY" ! ? "WRITING HITH 0EBIFY4 44 : ? PHS 


SO 101O RESTORE 1250!FOR I=N1 TO MTH:READ 



!VERIFY —PEEKCH1713 3 !POKE N1S13,B7 


MTH£;NEKT I!IF KEY=HO THEN I=7*;P0SIT 



UZ 660 IF PREP = H0 THEN KEO 253, ttNl, NO, N0, 


ION NSjNB 



**i;“ 


RC 1323 IF KEY=H* THEN 1-07:POSltION Wb,N 



SB 610 IF PREP—1 THEN HlO 254 , ItNI, NO, N6, *- 


* 



D: 44 


FN 1033 M$-HTHS:GOSUB 1230 



UM 6 20 REM ■: 1 Ji 


GB 1343 BEN 



VO 630 BUF-ftOpCSECS3:HI=rNTCBUFZN2563 tLO= 


LZ 1853 I-USREADRCESJ,H15,N41 



BUF-HI4KZ56 


GA 1880 VHMT=i(4iH=N13:NtJH=l:POSITION HZ, HI 




| 
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6 ;? "ENTER YEAR; « 

FI «70 GDSLffl i7fiiyEW = MftLtI$J!lF YEAR < ID 
93 OR S'EA£l> '4.94 0 THEM P OSITION Hi5,Nl6; 
7 " “ ■ GOTO 107# 

ES 1080 IF KEY —114 THEN 1 = 59 : POSITION 09,7 
Otl 1B90 IF K£Y=MS THEN 1 = 91:POSITION 09,N 
9 

00 110O IF KEY=N£ OR K£V=7 THEN 1 = 187!P05 
IT ID* N9,010 

EO ±118 IF KEY-Hfi THEM 1 = 76 : POSITION 010, 

NS 

FC 1120 IF KEY=N9 THEN 1=92:POSITION NIB, 
09 

GS 1130 H5=5TR$CYEAR3 eGOSUB 1230 
SB 114S BEK 

AS 1150 I=USR(ADRCE533:POSITION 02,0191? 

Ht$ 

C0 1I60 GO SUB 046 ; IF KON27 AND K<>il55 T 
HEN 1160 

TO 1170 IF K = 027 THEN EHIT=01 

IM 1190 I=LEN(1S£C$1+01:IF KN1Z& THEN SEC 
£ £Ils;"M":SEC$C012fiJ ; SEC$ fI+01I=SEd 

5 EIJ 

AO 1266 RETURN 

OB 1210 REH —4““----- 

GF 1230 ? KS:SFC$tl,I-Nl + LEHCM$Ji=HS :RETU 

RH 

pz 1246 rem M i frj.yjJ- 1 ■ » : r J- F m 

ZK ±258 D ATA JA0 , FEB , HAR , APR , MAY , JtIHE , JUL 
V,AUG*SEPT,OCT,HOY*DEC 
0 O 1260 REH----— — 

EM 1208 I=USRCADR£ES3,03*101SPOSITION H 6 , 
N3I? "THE MENU OF STANDARD HEADERS" 

CY 1290 ? "A. CUSTOM DESIGN":? «i, GENERA 
1 PRESENTAIO 0 ":? " 2 , GENERAL FREE PRES 
EMTATIO*" 

LA 1300 ? ”3. SINGLE PROGRAM FREE PRESENT 
ATION":? “4. GENERAL COPYRIGHT":? "5, 
PROTECTED PROGRAM COPYRIGHT" 

PC 1310 ? " 6 . PROTECTED PROGRAM PREStNTAT 
ION":? "7. PROTECTED SHAREWARE PROGRAM 
"!? "B. DATED GENERAL PRESENTATION" 

EA 1328 ? ”9. DATED GENERAL FREE PRESENTA 
TIO0";? “4 4 PLEASE SELECT OPTION; 0 to 
9" 

PK 1330 POSITION N2,N!9!? " HiiiTill CYCLE CO 
LOURS RESET"SPOKE 559,58:00 

KE 712,N8:RETURN 

OH 1340 REH-—-——------ 

HJ 1360 TRAP 1360iCLOSE UN 1:POKE *1911,ME 

RIFY:P=PEEK(1951; MS^'UNSPECIFrED ERROR 
■■ 

EZ 1370 IF P—138 OR P=X39 THEN H$="NO RES 
PONSE FROM DISK DRIVE" 

EG 1380 IF P=173 THEN M$="CA 0 NOT FORMAT D 
XSK" 

PA 1396 I=USRCADRCE$J2;POKE 82, N2JPOSITIO 
N H2,N14?? "ERROR ";P;" ENCOUNTERED! 1 * : 

? MS 

ZP A*” * ? " 4 + * 3 3KEOI PREPARE DISK 
Elm ENITO ? 1 

MV 1410 GOSUB 846 5 IF K = H27 THEN 166 
LH 1420 IF K=0155 THEN 480 
PO 1438 GOTO 1418 

CD 1448 REM —- —-—---.— 

JP 1458 REM BIT 

VH 1460 01=1 : M2 = N1 + N1;; 03= 02+01 : 04 =03+ Hl ;N 
5=N4 + Nll N6=M5+Nl ; * 8 =N 6 +H 2 iN9=N8+H1: 010 
=*9+NliN11=010+01i014=011+03 
AI 1470 015=014+013019=015+04:020=019+01: 



V. 2 


N27=N19+N870iZ8=H16«0810155=0128+027:N 
256=016*02;01913=1913 
RD 1400 TRAP 1360:POKE 780,58iPOKE 711,74 
±HAM=Mll;KK=MAH+01;M=016:DIM CS£171,PH 
5£1S5 ( ES€1301 

HR 1498 DIM PREPS£003 , H9t0113,15(MKl , MS C0 
27>,ME$C333 ,SEC$C0i2«J,NTH?€04),DH$€05 
5,M8I$£763,DL5£341 

SE 1500 SEC£=" "l5EGSC0128J—" ":SEC5£02)= 
SECS 

OS 1510 ME9="*naina» CONTINUE I 

EMIT* 1 : PK5="PL£ASE WAIT . , , , ":DLS="Pp0F 
etTwW/ 1+ ! ! I IM I II 1+ I III 1+ |A" 
hm i 62 B ES ="ha^a5hh*T^*^i!Ei3a 

.-TtiinLU tfEMLtfKJiJiH rrm^in^B^CrELW^ 

FS 1 530 £$ (1 81) =*13H;-K (.ip tfl "IT 

P77lllT<LH CTlJLIJTT*; DH$="h SE*” 

PO 1548 BO fH+dl ilgN] 

043 JtMMN BiLTI*^ bn ELncmilifiU H-i-W H- 

± ms raEr»rur r :c$="iiHm»ia^i9apf TT:raT 4" 

HM 1550 I=ADRCDLS3:HI=IHTCI/K2563:M)=X-HI 
*0256iDLSELEN EDL&3+013 =CHftC(LOI 5 DL?£LE 
0(H,$)+013=CHR$|Hi3 
JA 1560 POKE 568,LO:POKE 561,HI 
SH 1578 I=ADR(VBI53:HI=INTCI7RZ563:LU=I-H 
1*0256:POKE 542S6,00;POKE 54S,LO:POKE 
549,HIE POKE 54286,255 
0F 1500 REH fcfAmiJiarrrM 

EA 1590 5T=INT(PEEK€7423708}-*l;POKE 5427 
9,ST*NO;POKE 53277,N2I POKE 704,150 
PH 1600 I=USR £ADR CC53,ST*2848+10243 :FOR I 
=N1 TO 08:POKE ST*2046+1215 + 1* N15I0EKT 
I 

GN 1610 REH 0iiaTmg+l fn 

KY 1620 POKE 752 *Nl:? "K the diSkM+d i 
rectory header*':? " VERSION II^9++[5|g 

KI'liTl] ifiFTllPM 

OP 1630 REM -----™ — - — 

OC 1648 REH ■IHWJM 

LA 1650 DATA - 1 , I PRESENTED 1 

JOHN F| , 

PA 1660 REM 


tfflY 


Header 2 


Yfl 1678 DATA r 


-I , I PRESENTED | , 1 FR 


EE 8Y |, l J.FOSKETTf‘ 
PY 1600 REH 
OP 1690 DATA 




1,1 


1 , I PR 


OCRAM I,FPRESENTED|,| FREE BY |,1j.FOS 
KETT t , I-1 , e 


PU 1708 REH 

WV 1710 DATA r - 

OSKETTi,| It) 
OS 1728 HEM | 

5F 1738 DATA r- 


n,|COPYRIGHT \ ,|4,F 

I-J , G 


Header 5 


-■”! , I PROTECTED | , 1 PR 

OGRAM I , (COPYRIGHT I, iJ.FOSKETTl , ( €CJ 

J # 1 - - - 1 * e 

BQ 174B REH 

SK 1750 DATA 1 -s*J A | 


I PRO 

TECTED f, i PROGRAM I,tPRESENTED], |fl Y JO 

HN F | , j f C3 | , *---1 , e 

SO 1768 REM WTC X T- U^m 

MG 1770 DATA r~- 1 # l PROTECTED 1 , | SHA 

RE HA RE j r ) PROGRAM I , t-( , ! J . FOS 


KETTI,| £01 

TM 1780 REM Ml 

AD 1798 DATA ,- 

JOHN FJ , H-— 

TI 1B00 REH ga^rid 
NU 1018 DATA 1 


i, 1 - 




- 1 , |PRESENTED|,|0Y 

4,| | , I- 


CE BY | , 1 J . FOSKE7T | , j- 
| I-- o 


]PRESENTED1 , | FR 
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XL/XEsof tware 


GUARANTEED 
BLOW YOUR M 


P uzzle games are a relatively new phenomenon In the Atari 8-bit 

world. Before the likes of Ke-Soft and A.N.Ch arrived on ihe scene 
there were few io speak of. tout German and Eastern European 
programmers have now emerged as experls in the field. As I’ve disco¬ 
vered, the stream of new and sometimes Innovative puzzles is Sar from 
drying up. 


MINES 


MINES is another clone of I he popular mine-hunting puzzle game 
which PC users will find, lurking in every copy of Microsoft Windows. 
Having previously reviewed both Ke-Soft's Bomb and PPP’s Minesweeper 
I'm wondering how to describe this game without duplicating the same 
paragraph! 

You are faced with a grid of squares, some concealing mines {hence the 
title] and others quite harmless. Using the joystick as a pointing device 
and depressing the trigger for short or long periods you are asked to 
identify the safe and dangerous areas respectively. To reduce Lhe guess¬ 
work, upturned safe squares display a numeric digit which indicates Lhe 
number of adjacent mines. It’s a race against the clock but it pays to 
consider the logit' since you are permitted just one Incorrect selection - 
any more mistakes and your mine sweeping days are over! There are 
twenty different grids for each of three difficulty settings. Thanks to the 
inherent addictiveness of Minesweeper and a competent helping of music 
and graphics. MINES is a very playable game Indeed. This is the best 
clone so far. 


THINX 


The Comtech Crew, who are (apparently] known in the world of demo 
programming, have come up with a puzzle game on the theme of shifting 
tiles. THINX, in common with many puzzles, involves the manipulation 
of symbolic squares in a confined area. There are five designs of tile 
linked to astronomy together with special’ tiles, walls and exploding 
mirrors. Your objective is to bring tiles with a similar appearance 
together and thereby make them disappear - the intention being to clear 
a whole screen before the countdown timer signals your demise. A 
joystick cursor is used to direct the movement. 

Sounds too easy? Well, naturally there has to be a complication and. in 
this case, certain restrictions are imposed on the moves, l he main 
problem seems to be that a tile can only slide along the adjoining edges 
of two or more adjacent tiles. Special tiles can move along diagonals too 
and don't have to be removed, whilst exploding mirrors demolish the 
surrounding walls and Hip the position of other tiles. You must be very 
careful not to end up with tiles that have no matching partners. It's a lot 
easier to play the game than explain the rules, but the authors have aL 
least attempted llie latter by supplying a derailed instruction leaflet. 
Thliix incorporates good graphics and music and is one of those games 
that seems to offer lasting appeal. 




Top - MINES Bottom - THINX 

Right ■ WHOOPS 2 


SAPER 

CONSTRUCTOR 


For those keen addicts of Saper, A.N.G. have now' 
released the SAPER CONSTRUCTOR, a utility 
thaL enables you lo edit the levels of this excellent 
puzzle. It can handle both Ke-Sofl and Avalon 
versions of (he game and Includes sixty four of the 
original levels in memory, so that they can be 
modified as required. The editor lets you ’paint’ 
game features onto the levels and subsequently 
save them to a da raffle or Super disk for Immediate 
play. There’s not much more to be said, oilier than 
obviously you will need Saper to make use of the 
Saper Constructor - and yes. it’s well worth 
having. 
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by Pclxm .1 JRixon 


WHOOPS 2 

In rase you want mare of tine same, WHOOPS 2 is a variation on 
the Thlnx concept. As before, the playfield is viewer! from over¬ 
head and comprises several walls configured differently on each 
level. There are various Symbols contained within the playfield 
boundaries and your aim is to bring matching ones into contact, 
whereupon Lhey explode and disappear. When you push on the 
joystick all Lhe symbols are propelled in the corresponding direc¬ 
tion and continue to move until they collide with an obstruction. 
Certain symbols, suitably described as 'heads', cannot be re¬ 
moved but Initially serve to assist you iri the task of steering the 
others into matching groups. Later on they also heroine a real 
nuisance! 

Because there are so many new positions to comprehend after 
each move, this game presents a real challenge. It seems straight¬ 
forward on level one but there arc thirty-nine other screens to 
master with increasingly complicated layouts. You only have sixty 
seconds to complete each stage, but its worih taking Lime out to 
appreciate the nice graphics and pleasant background music. 

These are Just a few of the mind bending games I've come across 
in recent weeks. Puzzle enthusiasts now have an extensive range 
of software to choose from - but for me the biggest challenge Is 
binding time to play them allf 

MINKS, WHOOPS 2, THINX and SAFER CONSTRUC¬ 
TOR are distributed by A.N.G. Software who can be 
found at Rtdderkerksestraat 60. 3114 RK Schiedam , 
Netherlands - look for their advertisement in the 
pages of New Atari User. 


MICRO DISCOUNT 

265 Chester Road, Streets West Midlands. B74 3EA, England 
Tel: 021-353-S730 or FAX: 021-352-1669 

SO YOU WANT NEW SOFTWARE FOR YOUR ATARI! 

In 1993 we introduced the following 18 new titles 


ADAX 

£5.95 

ARTEFACT 

£9,95 

BANG BANK 

£5.35 

DARKNESS HOUR 

£5.95 

DRACONUS 'NOW WITH STEREO SOUND" 

£6-99 

EUREKA 

£5.95 

HANS KLQSS 

£5.95 

IMAGINE 

£6,95 

MICRO* 

£6-95 

MIDNIGHT 

£7.95 

MIECZE VALDGIRA ll 

£7.95 

OPERATION BLOOD Joyslick of L1GHTGUN 

£5.95 

SOUND TRACKER PLAYER 

£6 95 

SPECIAL FORCES 

£5.95 

THE BRUNDLES 

£15,00 

THE CURSE 

£6.95 

THINKER 

£5.95 

ZYBE* "NOW WITH STEREO SOUND" 

£5.95 


Throughout 1994 you will see lots more 
- the Ff FIST is HUMANOID £6.95 
Watch out for future New Atari Uscr T TWAUG and Atari Classics 
reviews - that's if the reviewers can keep up with us 

NEW SOFTWARE FOR RELEASE IN 1994 

BATTLESHIPS - INSIDE - SEXVERSf - HELIX 
NAJEMENIC - TANKS - STEREO DRUM EDITOR 
VICKY - DARK ABYSS - T-34 - WHEEL OF FORTUNE 


$£E FULL DETAILS OF THE GAMES ABOVE PLUS A WHQLE RANGE OF 
HARDWARE INTERFACES AND DEVELOPMENT PROJECTS IN OUR 32 
PAGE DATA-BASE CATALOGUE. TO OBTAIN A COPY JUST SEND A 60p 
POSTAL ORDER OR EQUIVALENT IN STAMPS 



ATAM 


ne 


FOR THE DEDICATED 8-BIT USER!! 

Covering the 400/800, XL/XE/XEGS 
Published bi-monthly by the user community 
Software-hardware: Reviews, Tutorials, Mods 
Free personal ads for our paid subscribers! 

Subscriptions; U.K./ Europe 


AIRMAIL 

$38/yr 

Canada Surface 

$30/yr 

U.S.A. 2nd Class 

$25/yr 

AC Software Disk (3/yr) Worldwide 

$9/yr 


Remit in US funds only, please 

Editorial Offices: 179 Sproul Road/Rt. 852 

Frazer, PA 19355 U.S,A, 

Ren Poehlandj Managing Editor 
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Review 



O ur German 8-bit friends at KE-Soft have recently 
I released an arcade adventure for the Atari XL/XE 
and Light-gun, Geisterschloss is KE-Soft's answer to 
Crossbow toy Atari Corp. 

The game comes in a large orange box with a well-drawn skull 
ot] the front cover. Inside you’ll find the game /editor disk, an 
A4 pad of grid maps, 8 small wooden figures in different 
colours. 12 keys (yellow tiddly-winks}, and documentation in 
German Luckily enough, 1 also had some brief docs in English 
by Hemal Ezcan himself. However, even without these, the 
game is very simple Lo follow- 

Iti Geisterschloss you must guide your character through a 
caslle which Is laid out In a grid of up to 8 x 8 rooms, As you 
travel through each room you must draw the castle on your 
grid map and move your wooden figure to show your current 
location. It's like a mixture between an arcade adventure and a 
board-garnet 

Scattered throughout the castle, there are a number of boxes 
containing numbers. These numbers form a code which will 
allow you Lo exit the castle. However, the rooms of the castle 
can contain many different things. 1 here are ghosts, keys, 
teleporters, earthquakes, etc. 


PLUG IN THE GUN 

Upon booting the game disk, you are greeted by a title screen 
displaying a blocky "Geisterschloss", Next up Is rhe game 
selection menus. Everything is controlled via the light-gun 
You must even 'shoot' the letters of your name - a nice touch! 

A small cross-hair is used to target numbers and letters. 

After selecting all your game options, you must ’shoot a level 
to play. There are 20 castles on the disk (A-T). They begin with 
30 rooms on level A and increase to 64 (8 x 81 oil levels L-Tl 
Next, the main game loads born disk whilst an atmospheric, 
gloomy castle appears on the screen with a big black door, A 
good introduction to the game. 

You appear as a chunky character [very like the Troll in 
Arch on) ai the centre of the screen. There are passageways 
which take you through the castle rooms. To exit Lo an adja¬ 
cent room you must shoot the door: you will then run off Lhe 
screen and appear in IhaL room. It is at this point that you 
really notice the poor response of the light-gun. At the edges ot 
the screen the cross-hair becomes very ' sticky' and you end 
up simply touching the screen with your light-gun to gain a 
good shot. This becomes increasingly annoying! 

' The rooms of the castle are all drawn Ln block graphics. 
Although very colourful, they are not of a high standard. I here 
are four different background designs covering the 8 vertical 
levels of the grid map. 1 call them Steel, Brick. Stone and Iron, 


Stuart Murray tests a new 
game from Germany that 
is part board game, part 
computer game - and 
requires a light gun 

As I’ve already mentioned, you must find the boxes which 
contain the code numbers. However, to open a box you must 
get a key - these can only be attained by defeating a ghosL! 

When you find a ghost In one of the rooms (it’s the white thing 
tliat looks like a deformed polo mint!} you must shoot it with 
the light-gun. The ghost can be one of Lwo tilings - a key or a 
secret door. Whichever one it is. you must play a game to 
defeat it. 

If It’s a key, the game is lo protect Lhe key as your character 
travels from the left of Lhe screen to get the key at the right. A 
number of ghosts wilt try to grab Lhe key - shoot them or loose 
the game! Your character moves VERY slowly ln this game so 
you'll have to shoot many ghosts, and they speed up after a 
while! If you manage to grab the key you are returned to the 
room arid allowed to take a yellow tiddly-wink lo show that you 
have one key. This is then placed in your name box at the top 
of the grid map. 


SECRET DOORS 

[f the ghost is riot a key, iL will be a secret door. You must 
then play a similar game, except this time you have to protect 
your character from lhe ghosts as he tries to reach the door 
handle at die right-hand side of the screen. If you make it Lo 
the handle, a secret door lor doors} will appear when you 
return to Lhe room. 

When you find a box. you must shoot it Lo reveal the code 
number. It will only open if you have a key! Write this number 
in the room on your grid map. 

There are several other obstacles along the way, Sometimes, 
when travelling from room to room, you’ll get caught In an 
earthquake. You must play another light-gun game to gain 
entry to the next room. In the earthquake game you must 
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VERY fas I and. with the poor response from the light- 
gnn, almost Impassible for younger children, Although I 
personally Uked this difficulty level, a range of easier 
settings would have been of benefit to younger game 
players. 

Also, earthquakes occur far too often! After two or three 
ol them they simply become annoying! However, I did 
like Lhe teleporter game with Its laser beams which 
sound like the car from Pole Position, 

GeisLerschioss is basically □ hunt and shoot game. 

I here s a lot of shooting! Shoot door, shoot ghost, shoot 
door, shoot rock, shoot door, shoot rock, shoot door, 
shoot laser beam, shoot door, etc,, etc. Sounds boring? 

It is! The board-game section is neglected and doesn't 
add much to (he game except to display your current 
location and the amount of keys held (easily remem¬ 
bered without all the fuss!), 


AT THE END .. NOTHING! 


shoot falling rocks ( they look like giant blocks of cheese from a 
Tom and Jerry cartoon]) before they hit the ground or land on 
your head (ouch!). 

On later levels, you'll encounter the teleporters. Like the 
earthquake, you’ll get caught in a teleporter between rooms. 
You must then shoot your way out. This time. laser beams 
appear from the bottom ofthe screen. These must be shot 
before reaching ground level or you will be teleported Lo 
another room in the castle! 

Some rooms flip by 180 degrees as you enLer the roum - E 
liked this a lot- it is a fun addition to the game which makes 
travelling throughout the castle a little more challenging 
Also, In some rooms the lights will go out and you are 
randomly sent through one of the doors. This Is NOT fun and 
can become WRY annoying after you've been returned 
through lhe same door five or six times] 


FINDING YOUR WAY OUT 

After finding all the keys and unlocking the Code numbers, 
you must make your way to the castle exit (a large black circle 
with an "X" inside). Here you must enter the correct code by 
shooting the numbers. The numbers are Lakeu in order from 
left to right and top Lo hot tom on the grid map. After enlertng 
the code, your score is displayed and the game ends. 

As you can see, GeisLerschioss sounds like a great new 
action-packed game for the light-gun! However, before you 
rush out for your Eurocheque or DlVTs, I must say that 
although it sounds great, it isn’t! That’s the problem with this 
game - when you describe the gameplay it sounds like an 
enhanced version of Crossbow. Unfortunately, it is nothing 
more than a poor cousin! 

J he gameplay Is let down badly by poor light-gun response. 

As you get closer to the left and right edges of the rooms, it 
becomes almost impossible to shoot correctly without sticking 
your light-gun about 5mm from the TV screen! No other 
lighi-gun game has this problem, 

The graphics are colourful bur they're not up lo much, A good 
description Is "blocky", Sound is basically the odd click, hiss or 
hum. 

This game is definitely not for inexperienced game players! 

The game screens, especially the earthquake game, become 


At the end of the game, after battling your way through 
all of the rooms and entering the exit code, you are simply 
returned io the game option screens. There Is no little cartoon; 
no picture; not even a big "Well done!' I hate it when games 
end like this! 

I tried playing Geislcrschloss with a friend to see if multiple- 
players would change my attitude to the game. Although it was 
slightly more fun, my opinion of the game itself remained 
unaltered, However, 1 can imagine it being more fun with three 
oi 1 four players in competition (although such a game will 
involve an awful lot of light-gun swapping). 

In days gone by. I would have advised you to try' Geisters- 
cbloss before you buy It, However, this is impossible today so 
rd only recommend this game Lo those of you who have money 
to burn and are desperate for some new light-gun Software. As 
a full-price game, Geistersehloss is, in my opinion, over-priced! 
True, 1 do like the effort spent on the packaging and game 
pieces, but the game Itself is of budget quality (i.e. under five 
pounds). There simply isn’t enough to this game lo bold your 
interest for more than a few' hours. 

On the plus side, there Is a very good Editor program oil Side 
B of the disk. Et is entirely keyboard controlled and very' simple 
to use (there are on-screen instructions). Use CRTL-L and 
CTRL-S to load and save res|>eclively. Also, use CRTL-C io 
cheek the grid before saving - I liked Ibis part! 

KE-Soft have released some great games in recent years. 
Including Zebu-Land, Atomil El, Dredis, Hogan, Techno Ninja 
and Zador II. Unfortunately, as much as I'cl like to, 1 cannot 
add Geisterschloss to this list. 


Title: 

GEISTERSCHLOSS 

Publisher: 

KE-Soft 

Supplier ; 

KE-Soft, c/o Kemai Ezgan 

Formed; 

Disk (Light-gun required!) 

Price; 

£12.SO + £5 PStP 


As u/ootnofe to this reuteti;. despite some nec/aht'e remarks 
regarding Geisterschloss, I urge you to support Kemai Ezcan as 
soon as possible, otherwise he may soon become disenchanted 
wiih the Atari S-bil! In my last KE-Soji list, Kemai Frientionecf 
that he accepts firhjsh jpounds. Send a couple oj /rtfernaffonul 
Reply Coupons for his lists r and please consider ordering some¬ 
thing. We cannot afford to loose KE-Soft to the I e-bit marked 
Send to: KE-SojL c/o Kemai Ezcan. Frankenstr.24 , W-6457, 
Maintal 4 Oder Teiejon , Germany .- 
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Ian Finlayson's 




I havc had a Letter from a fairly new Atari user who is 
having difficulty with the manuals which come on disk 
with some of the public domain software. I understand his 



problem. The manuals are usually written by the same author 
who wrote the program, and he must be very familiar with all 
aspects of the Atari Classic, Tills very expertise is a disadvan¬ 
tage when writing a manual as It Is too easy to assume that 
the reader is also familiar with all the basics of using Lhe Atari, 
and (berefore the trap is to present the information about the 
program in a way I hat is incomprehensible to a newcomer who 
Is just getting to grips with the practical use of his comparer. 

I have therefore decided to switch from BASIC tutorials to 
tutorials ahout the use of some of the practical programs in 
Lhe Page Public Domain Library, I will sLart with Text pro and 
will take two {or maybe ihrcc) issues to try and give a step by 
step guide to its use. This time I will cover Lhe absolute basics, 


character. For example [SELECT]+[CONTROL]fL means hold 
down SELECT and CONTROL and press L, 

BOOTING UP AND 
GETTING STARTED 


INITIAL 

PREPARATIONS 

Before you do anything else 1 strongly recommend that you 
make a backup copy of the Textpro program disk; also make 
sure that you have a blank loi'matted disk available for saving 
your documents. A duplicate Textpro disk can be made using 
DOS option J If you do not have any better program for this 
(ask, Just follow the prompts - iL will take a bit of disk 
swapping. Remember this is a double sided disk so you need 
to duplicate both sides. 

Side B of the disk has the Textpro documentation on it. If you 
wish to print out the documentation boot side 2, make sure 
your printer is on line and select which part of the documenta¬ 
tion you want- The menu suggests there are 3 parLs to the 
d ocumciitat ion: 

1. Using Textpro <22 pages! 

2. Keyboard Macros (9 pages) 

3. Textpro extensions (6 pages] 

No*e that part 2. Keyboard Macros ts on side A of the disk, so 
Lhe ■ must be turned over to print it. The print is well laid 
o^l, ha * on my DeskJet printer each page was slightly further 
down lhe page until eventually the bottom of one page ran over 
to the Lop of the next. Maybe it works out better on a sprocket 
feed dot matrix printer. You can also look at this documenta¬ 
tion from within Textpro If you want to save paper as I will 
describe later. 

KEY CONVENTIONS 

Textpro uses quite” a number of key combinations. I will use 
square brackets to indicate the various social keys on the 
Atari keyboard and a + to show where these are used in 
combination or in combination with any other alphanumeric 


Now put away your original Textpro program disk, insert the 
duplicate in your drive and switch on your computer In the 
normal way. Do not hold OPTION as Textpro automatically 
disables Basic, 

In this first article I will describe how to get started in Textpro 
and lay out a straightforward letter. 1 guess home word proces¬ 
sors are used more for letter writing than anything else. Once 
you have a nice letter layout prepared In a form that pleases 
you it Is easy to save it and use it again and again. 

Once the program has loaded you will be presented with a 
rather daunting blank screen with one line of text across the 
top: "TEXTPRO 1.2a with Extension 2.5e" is what the latest 
version from the Page 6 library shows, This does not seem very 
helpful, but if you just launch in Lo a bit of typing you will find 
that you can enter text In a manner that Is very similar to the 
normal Basic editor screen. Try experimenting a lit Lie - you will 
notice first that Textpro snarls up with a different font from the i. 

one you arc used to. The letters are rather squarer. 

If you type to the right hand edge of the screen yon will sec 
that word wrap is automatic - any word which does not fit on 
the end of the currcnL line will move to the start of the next, As 
with most word processors you can just keep typing till you 
reach the end of a paragraph, you should not put in a carriage 
return tor [RETURN) as it is on the Atari) at the end of a line. 

When you do use [RETURN] von will see a bent arrow symbol 
on screen. 

]fyou press [DELETE BACK SPACE] It deletes the previous 
character (to the left of the cursor) while if you do the same 
with [CONTROL] pressed the character under the cursor is 
deleted. [CONTROL] wiLh the arrow keys moves the cursor 
around the text- 

Whcn you have finished playing about and vour screen is 
get Ling cluttered try [CTRLJ+H - this moves your cursor to the 
Hume position at Lhe top left of Lhe screen. Now press 
[CTRL]+D. The line at the top of your screen will go red and 
show the text "Delete RETURN to exit". You can delete 

text by pressing W to delete a word. S to delete a sentence (Lo 
the next full stop or exclamation mark or question mark), or P 
to delete a whole paragraph. Keep pressing P until you have a 
clear screen, then press [RETURN]. 
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£0, Rounds tone crescent 
East Preston 

West Sussex BN16 1 DQ 


ADDRESSEE 

GOES 

HERE 


10 December 19 9 3 

Dear 



Start of main text. 

Yours sincerely, 



Ian Finlay eon 



The sort oj letter temp kite you are aiming for. Of course you 
can vary the layout in any way you wish 


A LETTER FORMAT 

Mow we will set up a letter. The default sellings in Textpro are 
suitable for diosi printers which use American Quarto 
[8.5"xH'") or A.4 paper and for a normal “typewriter" font like 
Courier with a pitch of 10 characters per Inch, If you press 
[OFTIONf+9 you will see a rather Jumbled screen showing the 
print commands with default values after a > symbol, The 
essentials arej 

Columns across (that is page width in characters) SO 
Left margin 5 

Right Margin (measured from the left edge) 75 
Page length (lines) 66 
Top margin 5 

Bottom margin (measured from the top edge) 5S 

These can be changed, but for now we will! slick wiLh the 
defaults. To get rid of the Print Command help screen press 
any key and you will he returned to Ihe blank text screen, 

Don't be worried about remembering the [OPTION]+9 key 
press. Textpro is full of help, and pressing the [HELP] button 
on your computer will bring up the top level help screen which 
tells you how to find all the other help screens. 

1 apologise for continually wandering away from the main 
topic - laying out a letter - but I think tt is probably easiest to 
Introduce each concept In some detail as it arises. I am 
beginning to see why many instruction manuals are so un¬ 
readable, It is not easy to be thorough, clear and succinct at 
the same time! Now we wit! start. 

Type [SEUECT]+c at the same time and a small inverse c 
appears on your screen. This means "centre the text In this 
line between the left and right edges of the paper'’. Then type 
the first line of your address and end with [RETURN] [giving the 
bent arrow symbol). Then [S ELECT]+c again and Lhe second 
line of address and so on, The text does not move before your 
eyes as it would in a commercial "what you see Is what you 
get" word processor, tt stays at the left margin, but it will be 
centred on the page when you print. Centred text Is not 
centred between ihe margins so If you move lhe margins, 
centred text will appear to be off to one side though it Is still 
centred on the page, The inverse characters do nol print. 

After your own address put two (RETURN]? then [SELECTf+e 
and a date. Kelect e moves Lhe text tn that line across to align 
with the right margin. Then type two more [RETURN)? and 
then on successive lines "ADDRESSEE! RETURN) GOES [RE¬ 
TURN] HEREfRETURN]". Now type two more [RETURN]? and 
then "Dear [RETURN][RETURN]" B Now type "Start of main text" 


and 3 or 4 [RETURN]?. [SELEC7]+c "Yours sincerely", 5 or 6 
[RETURN]? and your own name. 

Now that we have created the bare bones of a letter form it is 
sensible to save it, Put a blank formatted disk In your drive 
and pres? [CTRLJ+s the top line will show "Save Flte>D: n . Type. 
"lethead" [upper or lower case] and [RETURN] and the file will 
be saved to disk. 


PRINT OUT 

If you have an Epson or Epson compatible printer you can see 
how this look? in prim by pressing [CTRLJ+p, the top line on 
your screen changes to "Print Make sure your printer 

is on line and press (RETURN]. If your printer is nor ready 
Textpro will pause a few seconds anti drop you hack Into the 
editor. Your printout should be like Figure 1. If your layout is 
not satisfactory you can make adjustments by putting control 
codes in the first line. The prinL command? help page is 
activated with [OPTION]+9. Some of these are a little compli¬ 
cated and I will come back to them later, hut most are 
straightforward - just put in [SELECT] +appropriate fetter then 
appropriate number, For example to move the right margin in 
from its default position (75) type [SELECTJ+r followed by 60 
(no spaces) and your text width will be reduced by 15 charac¬ 
ters, Use the lower case letters - upper case does not work. 
Experiment with the letter format to set it up to your prefer¬ 
ences, In the next Issue I will go into some of the more fancy 
capabilities of Textpro. 

If yon want to look at the Texlpru documentation wiLhout 
printing it out you can load the files and use the [DOWN 
ARROW] to scroll through them. The main file can be loaded by 
inserting the Textpro disk with the back side upwards and 
typing [CTRL]+L. then TEXTPRO,PRT(RETURN], to read about 
keyboard macros or macro extensions use the file names 
MACRQ.PRT or EXTEND25.PRN. These are printer files, not 
true Textpro files, so If you want a printout it is better to use 
the procedure mentioned earlier Lhan to try printing from 
within Textpro, 

If you have specific questions about Textpro please write to 
me with a SAE and I will try to find an answer for you. My 
address is: 

fan Finlays on, 60 Rounds Cone Crescent, East 
Freston, West Sussex, BN16 1DQ 


New Alar User - Issue 66 


25 





DISK BONUS 



A fully playable shareware 
version of a quality game 
by A. Guillaume 


The object of the game is to get a set amount qf 
Power Pods into the Exit on each level The Pods come 
out of the pod bay at the start of each level and move 
around the playfield. When a Pod hits a wall it turns 
left and carries on, you must work out how to move 
the Pods to your best advantage . All you can do as 
the player is move a cursor on the playfield and Insert 
and Delete walls to influence the Pod s movement. 

The playfield scrolls up/down the screen to a Horn 
access to the rest of the level. If a Pod hits any qf the 
moving scenery Is killed. The Exit is an opening/ 
closing square , and several of these are located at the 
top right of level one. 

Use a joystick in port 0 to control the cursor , The fire 
button will either insert a wall if the cursor is over a 
blank space or delete if if Is over a destructible space. 
Your inserted walls are always destructible but most 
of the scenery isn’t. You mast get the required number 
of pods to die exit before the Bonus timer runs out. 

Each level is haded as required and has a different 



THE NEW ATARI USER 

66 DISK 


' 
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ARENA is the BONUS an the Issue 66 disk of New 
Atari User which also contains all of the other programs 
from ihls issue ready lo run. Disk subscribers will receive 
Lheir copy with the murine but the disk is also available 
separately for just £2.35. 

Send your cheque, postal order or Access /Visa details to 
PAGE 6, P.0. Box 54. Stafford. ST 16 1DR or order by 
telephone using your credit card on 0785 213928 



number of pods to gel and bonus time limit. If the 
level is successfully completed the bonus time remain¬ 
ing is added to your scone, atfieruJise a life is lost and 
the level is re-entered. You start toltft 3 Hues. 

At the end of each level the status screen is display¬ 
ed and your score is calculated. The total of inserted/ 
deleted blocks Is subtracted from your score, so don't 
fust go putting blocks everywhere ij you wont, a high 
score! Each pod home scores 500 points. 

You may see letters scattered in some? of the levels. 
These are Bonus tokens and can be: 
p - Extra Paints 
T - Extra Bonus Time 
L - Extra Life 

? - Any of above or Mystery Effect 

Press SPACEBAR for PAUSE during the game . and 
ESC to quit. 

After every tenth level a password is awarded. Press 
SELECT on the Title screen to enter a password. Enter 
a false password to begin at level one again. 

Press SPACEBAR or wait at the Tide screen to see 
the High score table. 

Press FIRE button to start game. 


■ 

.... ■ &■■■;■ fr^x ; t ; i ; 

i;j: ; vg:Sg.:_- 
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ARENA 
THE FULL VE 







f lip $ 


This version of ARENA is a fully playable demo version 
but with only 13 levels available while the full version has 
50 Uvea - and a disk based High Score Table! One pass¬ 
word has been included from the four available and la t 
different from the full gppe. 

The full version will challenge your skills to the limit and 
will keep you occupied for a long, long time. For 3 copy of 
the full version of the game please send a cheque for 
£5.00 (.overseas please add £2 and remit In Sterling] to: 

Visionaire Software, 30A High Street f Alcester, 
Warwickshire , B49 BAB ENGLAND 
Please make cheques payable to A. GUILLAUME 
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THE CHALLENGE 

In Issue 64 Ian Finlayson 
produced a challenge for any 
reader to write a program to 
solve a brain teaser - here is the 
winning entry 


BUT FIRST, A PRINTER TIP 


In issue 64 the Tutorial was about printing boxes. Henry Holder has 
sent me a tip for Seikosha printer owners. If you add Lhe following line 
to the program it will work correctly on a SL-90 printer. 

70 DIM P${5) :P$(1,1)=CHR$(27) :P$(2,2)-CHRS(7) :P$(3,3)= 
CHR$(27) :P$(4,4)=CHR$[116) :P$(5,5)^CHR$(1) 1PRINT.PS 


THE COMPETITION 


The clear winner of the challenge in Issue 64 with the only complete 
solution was Roald Sund from Trondheim in Norway. His solution im¬ 
printed here. I am sure you budding BASIC programmers will learn 
something by tracing it through, I have added one line - line 512 - as I 
hate sitting watching a screen where nothing is happening - it is too 
tempting to break Lhe program to see if anything has gone wrong! This 
program in particular can leave you wondering what is happening as 
ihere are 6006 possible combinations for the ten counters and the 
program has to search through them all. Line 512 is just a counter 
which runs at the top of the screen to show how the search is 
progressing. 

I first tried this program under Atari BASIC to check it works correct¬ 
ly, but it was taking so long that 1 loaded Turbo BASIC and ran it 
again. With Turbo BASIC It does about ISO iterations per minute and 
takes approximately 45 minutes to check all combinations. Under 
Atari BASIC it <locs about 72 iterations per minute and would take 
about 1 hour 50 minutes, i also tried to compile the program in Turbo 
BASIC for real speed, but kept getting an error. Perhaps one of you 
Turbo BASIC experts can tell me why? 

Well done Roald, your prize of Pinball Construction Set should be with 
you long before this issue Is published. 


EI 1 Wfcrt fHHHeW-W-H W-M M.HM Jt H MWMHH M K M M JIK K 
MX 2 fiEH * TUTORIAL TIME 

XJ 3 REM * GRAIN TEASER 5 DLUT ION * 

AT 4 REM * hy ROALD 1 5Z1HD, NORWAY * 

EM 5 REM mj < H.M.X.H KWSMW tmW J i mtMaji M km w n BB UKmt 
&u 6 REM * MEM ATARI USER - FEB 94 * 

Ef) 7 REH KM P KMM MMWM MMawXM xxxhmw ww wbwmx w m 
MM 0 REM 

Gt> 10 DIM GRID £4,51 , LIME £173 , GRIDS £i,6J ; CQU 
tlT = 0 

BK 20 OPEN 

ll j-B ? "Prose l ror maxi mum lumber of ii 
nes or 2 for Hirtimm l ';;GET Hi, HAKMI 


BR 

40 

MDXMIM-HAXMTH-4S:IF 

OR MAH 


HIM >2 THEN III 



LL 

SB 

CLOSE ttl 



Ltl 

60 

POKE 

752,1:? OMRS (±25 > J 4j 

Best so fa 


f =" 





OG 

70 

MAX¬ 

D : HIM —1 8 : ftOH-2 ; COL-1 



LP 

100 

TOR 

C0UHTE(tl = 0 TO G 



IMS 

110 

FOR 

epilllTER2=COUMl LR±*± 

TO 

7 

LT 

120 

FDR 

COUMTER3-COUNTFRZ+I 

TQ 

S 

oa 

13ft 

FOR 

COUMfER4-COUMTER3fJ 

TO 

9 

P4 

140 

FOR 

COUNTERS-COUNTER**! 

TO 

10 

sii 

150 

FOR 

COUNT£ttf>-CDUKTER5+i 

TO 

ll 

vf 

±60 

For 

CDIIHTER7—COUNTER 6 + 1 

TO 

12 

YD 

L 70 

FOR 

CuliMTER8 = CfJUMTFR? + ± 

TO 

13 

Dfi 

100 

FOR 

C0UMTER9-COUNTERS+1 

TO 

14 

TM 

19S 

FOR 

C0liMTERlB-00iiHTER9+l 

TO 

15 

UZ 

200 

FOR 

LOOP—0 10 15:GRID CLO0P3 

-4:NEHT 


LOOP 




IU 

210 

GftlDtCOUMTERll = JL ; GRID CCOtIHT ER23 ~1 : 


GRID CCOimrER3J =1 ; GRID (COUMIER41 : GRID 


4C0UMTER51—1 

LB Z2B GRID£C0UNTER63=4:G«IOCCOUMTER7J=1 : 
GRID CCOUHTEttft) -ll GRID CCOUMTER9J-1 2 GRID 
CCOUMTERA6)^1 

BZ 210 LIME C03-GRID?03+GRID413+1iRID £23 * GR 
ID C3 3 

MX 240 LIMEC13=GRID£43+&RlDt53+GftID£63+GR 

VO 250 LINE £23-GRID CB3+GRID C73 f GRID <103+G 
RID £14,3 

IV Z6B LIME CI3 =GHID £123+GWI.D £133+GRIPI14I 
+ GRIDCIS! 

continued m- 
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continued 


R5 2 71) LINE £41 =[>RID £03 *dftli> £43 + G»ID T03 + 5R 
ID < J, 2 3 

HU 200 LINECE3= 6RIt>(i)+GHIDCE5+GRXDC»J+GR 
r d £13 > 

YI LIME <G 3 =GRID (2 3+GRID (G3 +GRED C 1D3+G, 

RID £143 

Cli 30O LTNt£7)"GRID£31+GRID£?3eGRIDtlll*G 

BID C1S1 

01 310 LINE £03 -GRID£21+GRID£73 

TH 320 LINE£7J-GRIDC1J+GBID£61+ GRIDCli) 

Pb 330 LINE f 101 -GRID £01 + GRID £5) +SRID £101 + 
GRIDI153 

pfi 340 LINE £113 =GRlD £43 frGRlD £^3 + GRID (1*1 
YF 3G0 LINE(121-GRIDtOi*GRID£133 

bf 36B LINEtl33=GRID(11*GHID£43 

l(T 370 L 1 ME £143 = GRTD £23 +GRID £5 J +GNID £81 

RC 30* LINE C15I-GRID £33 *GRID £63+CRID (?)+(* 

RID £123 

RV 330 LIME(ID)=GRID(73 +GBID £ 1Bi+ GHID Cl33 
DE 400 1 INEf173 - GRID£113HID 1141 
MY 410 LIHEb-tMFOS LO0P-0 TO 17; IF LINE CL 
OOP3=2 OR LINE EL(J0I>3 -A 1 MEN LIMES-LINE 
0*1 

H7 470 HEK1 LOOP 

Mt 430 IF MfiKhIH-.t AM* LINES THEN SB0 

HF 44(1 IF rUHFIlM-2 AND L3ME5>HIN 1 HEM 500 
PR 450 FC*» L0OP=1 TO 16 : GRID$ CLOOP1 -CH«£ £ 

1bO- 12KGRIDCL0OP-133 :ME HT LOOP 
PP 46B POKE eZ^OLiPOblTION COL^ROWl? LIN 
E 0 J lines* 1 

TG 470 FOR LOOP — 1 TO 10 STEP *:? GRIDS IL0 
OP,LOUP*33:hekT loop;'* 

C J 400 COL —COL + 10 : IF CQL>4f* THEN COL-l: RO 
W-RUH*6:IF HOM>23 I HEM ROM-23 
NE 430 IF COL)1 AND R0H>17 tHEM «0M“L 7 
KZ 50H IF LIMES>HAK THEM HA34 = LHlE0 
GH Sill IF LIMES <KIM THEN HIN = LlNES 
MO 512 COIIN 1-tOUMT *1 ; PO0ITIOM 27,*:? ” S RI 
E0 - COUNT; 

PL 52* HEHT COUNTER!*:MEHT CPOMTERS:NEN1 
GOIJNTfRU:MEKT COUMTERZjMENT counter*:p 
OKE 77,1 

FY 530 NFKT COUNTERS=MEKT C0UNTER4;MEHT C 
0UMTER3:HEHT COUNTERS :MEHT C01JMTER1 
MM 540 POKE B2,2:POKE 752,0 


XL/XE TXPE-IN — 

SPACE 

CHECK 

S PACE CHECK is a "Mastermind 11 type game which uses 
redefined characters in the shape of spaceships in¬ 
stead of the conventional pegs or coloured squares. It 
Ls played on an Antic 4 graphics screen. The aim of the game is 
to duplicate a sequence of 4 pictures set by the computer in as 
few moves as possible, A correct pic lure in the wrong place is 
shown by a white symbol, while a black symbol indicates a 
correct picture In the right place. The purpose of these is to 
give you clues as to whether or not you are guessing in the 
right direction, 

USING THE PROGRAM 

On running the program you will see 4 spaceships in a line to 
the top Left of the screen. Move the joystick up or down to 
select a different picture: move the stick left or right to pick 
different spaceships on the row. Press fire when you are happy 
with your selection for (he whole line. The computer will then 
assess your guess and print a black spacecraft for each picture 
you got exactly right (he. correct ship, correct position) or a 
white spacecraft for each picture you goL nearly right (i.e. 
correct ship, wrong position). The process continues on the 
second and subsequent rows until you either guess correctly 
(you will) or you run out of screen (you lose), A panel lo the 
right of the screen shows your score - this is based on how 
quickly you can crack the sequence. You are given a "go again" 
option after 3 rounds of play. 

by 

Ann O’Driscoll 
and 

Phil Cardwell 
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MV 1® REH 
SH 28 REM * 

Ell 30 REM * 

TJ 4® REM » 

ET 50 REM * 

CU fi@ REM *- 


I MXHUKH Wl 


SPACE CHECK 
by 

Phil Cardwell 4 
An® O’Sri-itflll 


N 
it 

M 

» 

CF 70 REM * MEM AT ARE USER - AtiU 1953 M 
ir 60 REM M J t IHHHMHHHmjHHHl IHHHHHHHHi H KM MUM 
ZR 100 RIM CCSC1024):GOSUB 658 
5M 110 Pl£=150SUPAN = iafl:CHl:CK = 4®® :SCQRE=0 

;GANfc-1 

»G 120 AIM PS tZJ, A£(lZJ ,AASC13) ;ClS = "ahf 0e 
f gh i j* l" : RA$ Cll =" a"; aaS E133 ="o" : A AS fi> 
= AA$ 

Mli 13® DIM, AC31 J1 ZCl il 31,E5£Ifl;j J f i $C10J SE$=*' 

<lrrrrrm's" : f $-"(irrrrrr ppw" 

MJ 140 GOTO 21® 

ul iso rem 

MF 160 POSITION C* R : ? PS:SOUHA 0,«»P,1B,12 
SFOR A=1 TO 58 : NEKT 0 i SOUND O , O , 0,0 : itF 
TURN 

ri 170 rem jgniTir ^rn■ i wirrm 

D¥ 100 P=A(IH2-±)7S) :P = P4£*fS = 14 AMD P<7J 
“2N-C5 = 13 AMR P>21;£P,P+tl 
RA 190 C=K2:R = Y2-l;A £EH2-1)73)=P:GPSU® PI 
C:RETURN 
ZU 20® REM | 

LB 210 GRAPHICS 8:POKE S2,0:POftE 752,1:P= 
1 iM=-^2JV2 = -l ;POK£ 7®6,HTOP 
JL 22® POKE 700,122 SPOKE 705,14;POKE 7l® r 
®SPOKE 712,6 

FF 230 PL-P£bK(5601+2Sb*PEEK(5613 :POKE DL 
*3,PEEKEAL+31*2;FOR N-t TO 26!POKE PL+ 
M , PEEK (l)'L + MJ + 2:NEXT H 
PU 240 FOR M=B TO 3!A=lNTCRNAC«)*/J+1:IF 
*72=INTEft/2) THEM ft-ft + X:IF A = B THEM A = 
1 

DG 250 Z <0, HI = A : Z (1, N) =A IA CM3 -I : MEHT N 
KU 260 FOR H-B TO 10 STEP 10:POSITION 29, 
HZ? EXPOSITION 29,N+9:? F$ i MEHT N 
M¥ 27® FOR M-l TO 11 STEP 16:TOR H=® TO 7 

; Position Z9,m-fm:? **1“: position 3®,m+m 
! 7 "F f ! NEXT n I NEXT II 

LP 20® POSITION 31,4:? "SPACE":POSITION 3 
1,51? "CHECK" 

OR 290 POSITION 31,131? "ROUND":POSITION 
33,14:? GAME:POSITION 31,16:? "SCORE": 
POSITION 33,17:? SCORE 
H¥ 300 FOR N —O TO 19: POSITION 13,11:? »'p" ; 
MEHT N 

ZB 310 R=R*2 [ pXflS Cl, 23 iPP=68 : FOR 0 = 1 TO 
10 STEP 3!G0SU0 PIC INERT C 
MR 320 M2=l:V2r¥2+2;GOT® 3BO 
ZQ 338 IF MOT 5TRIG £01 THEN GOTO CHECK 
LS 340 5=STICKCOl:PP=80:IF 5=15 THEN 330 
EZ 350 IF S=13 OR S=14 THEM GOSUb UPRM 
PB 360 K2=H2*3^CS=7 AHA H2<161-3*£S=11 AH 
A H2>1I 

SN 37® POSITION Hl,¥li? “ " 

Z0 38® POSITION K 2 ,V 2 :? "wn":Kl^HZ:Yl=Y 2 : 
GOTO 33® 

OF 4 oh t o : ?t=o ™“ , 

MJ THEH T=T+l:2£l,HJ=-IiA£ M3= ^i 

HU 410 NEXT H 

F0 4Z0 FOR 1=0 TO 3:IF A£IT=-1 THEN MEHT 
IICOTQ 45® 

MO 438 FOR J~® TO 3iIF AEI1<>ZC1,JJ THEN 
NEXT 11 NEK1 X:GOTO 458 
JL 448 TT=TT+i:££1,J3=-ljPOP INERT I 
BE 458 IF NOT T THEN 4b# 

OH 46® P$ = AS C9,103 :PP = 4®:FOR N = ± TO T:C-1 
3+3HM;GOSUO PIC:FOR D = L TO 30:NEXT AlN 
EXT M 

CJ 470 IF T=4 THEM 548 


IW 480 IF NOT TT THEN 500 

UW 490 PS=AS£i1,127;PP=120;FOR H-l TO Tl; 
C=13 + 3^T+3KMSGOSUB PIC:FOR D = I TO SO IM 
EH T A;NEKT N 

ZI 50® FOR N=8 TO 3?ZC1,N)=Z£0 P Nl tA CM)=1: 
NEHT NSFIIR H=0 TO 16 STEP 15:POSll£0N 
N,R+1;? PAYMENT M:IF V2<19 THEN 310 


PLAVER LOSES 


IC 520 PP=20O:R=Y2+l:EOR M=0 TO 3:A=ZCB,H 
i: p$-asca,a + ii ic=N*3+i:cosuft pic:nekt 


NiGOTO 57® 

KK 530 REM 

JU 540 SCORE = SCtl«E + l E IF V2<13 THEM SCORF = 
SCORC + 1:TF Y2C9 THEN SCORE = SCORE+ J 
AP 55® POSITION 33,17;? SCORE 
CF 560 REM ■ :Til 11: ^ 

ME 57® GAME-JiflMEFl : IF G AME> 3 THEN 620 
KA 580 POSITION i,22:? "PRESS FIRE" 

ZI 590 X F 5 TRIG £8} THEN 590 
HG SO® GOTO 210 
HC 610 REM U T-lW^TrFS 

HC ®Z0 POSITION 5,22:? "PRESS V T® PLAY A 
GAIN":CLOSE R3:0PEM W3,4,0,"K!" 

MM G3U GET U3,K:lF K = 09 1 Ht JM RUM 


PLAVER WINS 


MM 640 GRAPHICS 0 : POKE 32,2: PUKE 752,0iCi,. 
H : ENA 

0® 550 MTOP=PEEK£1061-4 
ZH 660 POKE 186,KTOP-4:GRAPHICS 0 
CM 676 D-PfcEK £1403 4PF.EK £1411 »256 ; H=PEEK £1 
34J +PEEK £13SJ*25G 

MH 68® U = MTOPM25t-i> :Rl-lNT£U7258J ; T-U-Kl* 
256 

OF 690 POKE R+2,T:POKE 

EK 700 CCS(LEM £CCSl41)=»yT4f fM | |4 I I iI f iy» 
f f f * <./1 A f? f I 4-0 FF MT6T-0O f ; 

6_ t-L4-T_TMp 0 Ai*p 6* * 

HA 710 GC£ELENECCX+l)="Mf{UO***4J.4J_L T y V 

-^®48®V?3333? 

<■ ■ ■ ?1MF?3-I ? 0? ®#?J B J 3?®" 


TI 72® CCSlLEKlCCSl41]-"®0®33?J p®?0?J3?M® 
78?33?*4?JJJJJ W?S?Tl?4f?S? JJ ? YTY J 1 f* 1 

/V66T fY 1 

FM 73® CCS CLEM <CC$3 *1) =“+«-!* 4,0* 

<fOO*>**?33^33**?3?33?M*?3003?**<3333< 
**?8 <BH^¥*?e<a®04*?®033 ?*" 


UU 740 CCS tLERCCCSl 41)="*33?333**?** ■ ■ ?** 
? JJj 3?*833?<33**8fl00®?**3?3 3 33**?333 33 
**^3333?**?33?00**'?3333? - " 

RB 750 CC$ ILEN tCC$)+1)="*?33<33**?0?JJ?** 
?,,,l “ »«Z3337**3333?" **3 J33?3 **3 3* * 33 
3?" " ■ fn-fTf miiy 

AM 760 CCS CLEM (CCS)+!)="«* 0 - 1 ^ 

J+6c*****#***t3® H KA OOP A 1-*V®PUPQ*4 4 4 4 4 J J 
J 4-L3^**8Xj^ yy r Ufw m uiM- 

10 770 CC^ ELEM teesa+1) ="J’S ta t6pa3^>8t_V J k 
J \. rntwk. ■. iMmiu,., wOTiw 
*ti3** ******** **m****rcnn73' • 

UB 78® CCStLEBICCSj 

1 i i ww <4 < 4 <**** m jMimriU£rga 

C€ 79® CCS CLEMtCCSj+11 ="l I I i 4TW x lxH J>tfT 
T I 4 <Xff+e f 4 -a***u.<£ 4 <j, 

*T*^LiUr**.TPHUP l ta |-AQMU®A |-" 

af boo ccsti.Eiifccsj+ij="*epuupe6iHi«iiiWue 
*iuu-{ *a*H niilih *uu*tt*uu*j ?3Hf »*fta rn ® 
** H*aEirj**CTyrr^ 

KU 81 ® CCS CLEHtCCS] +13 = "**feHTtT 3 WVM QB& H+* 
iJJjjjjj TTN^+++***u U tmm HH4 *+++**+ 

4 4 TT®*»| 4 4 4 4444" 

HG 620 CCS aeH (CCS) TD^ff H4< ffftf f f>* *t 
M4“4*®4 I li ■ ■ ■ 4 *<jt i 0f/*j4-axa4.^ 

EH 0 30 CC&E858,85A)=CHRSC34) :POKE 756, MTQ 
P!NETURN 
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Well Christmas has come and 
gone and I hope you had a very 
nice one and that Father Christ¬ 
mas brought you everything that 
you Luanted- I presume that tue 
aii over indulged in the Season's 
spirits , / fcnoEo I did. 7'm stiff 
trying to sleep It off! Anyioay this 
fsn'f getting the work done so it's 
time we got on until the order of 
the day and produced another 
Tipster column. 


TIPSTER 


THE 


TAYLOR’S TIPS 


A few words first to Paul Taylor of Gateshead before we get on 
with his tips. 1 have finished that book, I have to gel up to go to 
University and the radio's on Radio One. There you see it does 
pay to ask questions! 

Paul's gems are many so here we go, 

TOMAHAWK 

On TOMAHAWK how do you control the RUDDER and select 
NEXT {TARGET. BEACON and HELIPAD)? Simple, says Paul, 
you use the keys in the Inlay. Ah yes but try a Joystick in port 
2 and see what you get. Ah ha! the left and right arc the rudder 
controls and the fire button is the NEXT button. Good or 
what? (Paul can't remember what the up and down do as it's 
been a long time since he last played this game). 


SCREWY 

TAPES 


Ever had your favourite tape game go 
screwy on you? You know the scone, 
happily loading and then all of a sud¬ 
den BOOT ERROR at the same 
point every time, Well all is not lost, simply copy Lhe tape on a 
tape to tape deck- Remember that this copy is purely for your 
use and should not be given, lent, or loaned to anyone else. 
Paul managed to get AMERICAN ROAD RACE working 
again alter the coffee incident, The backup loads quite well. He 
also used this on KNIGHT ORK which had thrown a wob¬ 
bler, Remember that you must keep the TREBLE high and the 
BASS hw. 


JET BOOT JACK 

Play on the Practice (F) levels and it’s easier to 
unlock the screens. On re unlocked, you can play 
a screen on any level up to 5. 


ELECTRIC 

STARFISH 


CLOAD the game and 
then when iL is loaded list 
1030, Look for the bit 
which says A903 in the 


data. Change 03 to (for example) 0A, Change the number after 
the comma at the end of the line to end with 77 instead of 70. 
then press RETURN, Run the program and you now have 10 
lives ($0Ah Ollier values up to FF are legal but remember to 
change the checksum. For example 320 (from 
$03) lives requires 99 
I changed from 70) as 
the last Lwo digits, 



TURBO CHARGER 
OR TURBO CHANGER? 


Paul says that Rambit (as used in Derek Fern's Turbo Loader) 
is handy for adding extra lives, time etc, to games. Paul has 
changed ZYBEX. PREPPIE AZTEC, CLUMSY COLIN 
TIGER ATTACK and more besides, Paul says that he is 
working on the bug in Rockford but he's progressing slowly, 
not helped by the fact that he can’t write a disk header for a 
program thal he coded to help him. 


MORE 

PLEASE 

PAUL! 


I would like to hear more from you Paul on 
how to do these alterations io the above 
games so that they can be included in this 
column. 



To complete level one of TWILIGHT WORLD you will have 
to follow Toby Knowles of London instructions that are short, 
precise and easy 10 follow. Ready? O.K. lets go! 

Go tip to the top. go right and collect the key. Now go back 
down to the bottom. Finally, go left and take the Slh door from 
the right (it’s (be one with no keys In It) 

There 1 told you iL wasn’t very complicated, 



Paul Taylor would like help on KNIGHT ORK (PART ONE) 
He'd like a solution and I know that at least one of you out 
there has the game so get going and win the Tipster of the 
Issue award, 

Denise Ward of Auckland in New Zealand has dropped me a 
line (hi! I did think of you on Christmas Day 13 hours early 
cooking your turkey in lhe heat of the mid day sun!!!]. Denise 
would like hints and Lips on Level H of MEDIATOR the one 
after the one with the two portraits, as she has absolutely no 
idea what to do and loses all of her lives trying to find out. Also 
she would information on any games that have 4 players on 
screen at once, either 43K or 64K, 
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We have received a surprising number of 
enquiries over the years from readers who 
want to split up large files to fit into their 
favourite word processor. David Sargeant 
comes to the rescue with just the program 


When I get new .software:, the accompanying document flies are 
usually in the wrong format for my printer and using DOS to print 
them gives an unsatisfactory result. I prefer to load these flies into 
my Word Processor, re-format them and print them correctly, 
although I sometimes have problems handling targe document flies 
because they do not Jit Into my Word Processor's text buffer, I now 
use File Segmenter to divide the offending file into manageable 
portions. 

Before running the File Segmenter program make sure that you 
have enough disk space to Lake the segmented document flle. You 
need about the same amount of empty sectors that the original file 
occupies. The size of each section is set in the variable BSI2E and is 
Currently at 1GK. 'iou can alLer this if you wish depending on your 
system's memory and the size of the text buffer in your Word ' 
Processor. 

When you run the program Just follow the on-screen prompts to 
enter the name of the source file and lo insert the source or destina¬ 
tion disks. Each segment is written along with Us segment number 
and Stored under the name SEGMENT. (#J, 


EH 

LP 

NK 

CO 

UL 

HD 


' 

1 MUU 11 mu i nun 11 munmm i rtmnm roiattratn 

2 HCH « Fine SECHtlhflZH U 

3 REM tt by Dauid sarge^ht It 

4 BEK tt —-----„ 

$ ftEH tt NE14 A I ART USER ft 

6 REM tt January 139 * n 


~ oaiiuai y _l_ J n 

Ft 7 hem i t i inmi i mtmt i turn 1 t i iibii i*maBttuw«naau 
NH e Bf'M 

me lee hem 

5T 110 GRAPHTC5 B : POSITION 0,0;* ‘ ltH I'Jj 

inam&szjESteimr'i t 

SP IZ« eSI^E-lbJa* i DIM BUFFERSCBSIZEJ 
VR 130 DIM MGS C3t£J , FILENAMES £123 , FILFlHS £ 
443 , FILE OUT S £ 143 , DllHMYS £13 
UP 140 FH,EXH$="D ! ":FILEOUTS=”&-SEGMENT, ? 

HM 15S BUFFERS £11 *■ : BUFFERS IODIZEJ =" *«; 

BUFFERS C23 ^BUFFERS 

QM 160 BUFFER = At>R [SUFFERSJ i SEGMENT ~1 
SN 1?U FOB 1=1 TO 39: BEAD AEIICS Cl, t 3 -CURS 
CA>!HEHT I 

ej iso rem fpngjhj fwmtrxzm 

51 19# 7 i? "Enter file nane B!> M ;:INPLU 
Ml 6 ; FTI. EWAMFS i FILE!** £31 -FILENAMES 
JO 200 REM maT m.rnin Tyi 

AP 210 open W2. 4,0,fileins 

511 *1* ; 57 " rnsef " t source di^k, press Eft 

HEGET , J 1XHPUT nib; DUMMY S 
HJ 230 BTTE5=USR£flDR£MCS3,32,7,fiUFFEH,»5I 
£E3:E0F=tBVTE5CfcSIZEJ 
no 240 Fit FOUTStil,111= 5T*t5C5EGMENT1 

25a 7 " ln ^ Prt destination disk, t*re 
ss ! INPUT mis; DUMMY5 

HM 260 OPEN tt3,e,# p FILEOUT$:T 
"JSEGMENT 

MP 2 70 ? “Writing segiwnt ■■ j SEGMENT : BYTES 
= U5R£ftDR£M0$3 , 4®, 11 , BUFFER, BYTE53 JCL05 

IH 260 IF MOT EOF THEN SEGMENT - 5EGMILNT+1 
:go ro 230 

oo 290 CLOSE »2;7 :? "Coupleted"■END 

be 390 rep, MEmixnstmssEmmEm 

BG 310 BATA 104,104,104.176,104,104,157.6 
6,J, 10A ,15/,6®,3,104,157,50 

JO 32ft DATA 3,104.157,73,3,104,157,72,3,3 

86,228, .189, 73,3,133 
IE 33* PftTfl 113, 183,73,3,133,211,36 



(As Garry Glitter would say) 

COME ON... COME ON 

As you can see this issue Is noL as tong as I would like but J only got three tetters and there is 
only so much else that you can write In support of them. The only thing that I can say is that I 
need your letters and maps to keep this column going. Remember that this Is your column and 
whatever you send in will appear in the column, {if [ don l get something from you HI print all of 
the lyrics to the Garry Glitter song next Lime!) 

Send in att those letters that you have r along with the maps „ to ; 

THE TIPSTER 
NEW ATARI USER 
PAGE 6 PUBLISHING 
STAFFORD 
STI6 1 HR 


FREE CASSETTES! 


If your hint, tip or map \& ej«k f by 
The Tipster you can claim a FREE 
CASSETTE (from those currently 
available from The Accessory 
Shop) but you won't get one If you 
ifon t send something to The Tips- 
tor * get tipping now! 


HOW TO CLAIM 


if you see your name In this Column 
just drop us a line and say My 
name it ..... and I claim my free 
Tipster cassette' and simply tell us 
which cassette you would tike (give 
an alternative just in case) We will 
whip It off to you posts haste (or 
straight away). If you prefer you can 



—. 
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Mark Stinson begins a new series 
of reviews that concentrates on 
games that have become 
‘classics’ in the world of the 
Atari Classic. Many of the classic 
games for the Atari are long 
gone but the difference in this 
series is that all of the titles 
reviewed are still available - and 
no collection will be complete 
without them! 


THE TAIL OF 
BETA LYRAE 

The Tail of Beta Lyrae is a game which Is well known to most 
long standing Classic owners. It will run on all formats: 
400/800 & XL/XE and is available from Page 6 oil disk and 
cassette. The game was released back in 1983 by Databyte and 
is probably one of the few games most of us go back to time 
after time The game is of a similar nature to the arcade game 
Sera in hie which was a huge success. Other variations arc 
available, such as Air Strike. Of its genre, this is in my opinion 
the best of iLs kind. At 9Sp on cassette and £1 -95 on disk il 
simply can’t be missed. 

The game story is well thought out. and instructions for play 
arc given in the packaging and on the disk. The box is a slim 
plastic sleeve which helps greatly with neat storage. 

The Tail of Beta Lyrae is set in a dust and plantetoid tail of 
the stellar twins Beta and Lyrae. The tail of Lhe stars were a 
result of escaping gas and dust from the violent gravitational 
interaction of the twin bodies. The gas arid dust combine with 
remnants of the system’s inner planets, which, due to unstable 
orhils, had exploded eons before. The result was an outer tail 
teeming with planetoids of various sizes. 



The Tail of fJeta Lyrae - one of the Jew games that 
has absolutely everything! 


Colonists made settlements on these planetoids and mined 
them for precious metals which are to be found deposited in 
large quantities. In recent times a nomadic race of aliens have 
taken occupation of Lhe tail. after continuous attacks on the 
colonists- Survivors are now terminated on site. As if you 
didn’t know r already, your job Is to destroy the alien war 
machine and return the colonists to their rightful place. 

In the game you play the part of a Galactic Wing Commander 
assigned to the Beta QuadranL, The mission will take you 
through a myriad of terrains, and will pit your wits against a 
plethora of different hazards. Your battle for each quad ran L 
takes you through a mountainous terrain, through caverns, 
and over city settlements. If you survive for long enough, the 
computer will locale and take you to the alien power gener¬ 
ators. With their power source at your mercy Lhe aliens llee, 
and you get the opportunity to destroy their retreating fleet. 
You w r ill then be taken to the next nearest alien presence. As 
you travel to the sector you will again need all of your skill lo 
navigate through the debris of the tail. 

The program allows you to choose from up to four players, 
five or seven wings {ships), and six levels. I have only ever 
played at the lowest level and I dread to think how difficult the 
higher levels must be. There are many targets Lo destroy 
during your mission, including communication antennae, 
alien vessels, plasma cannons, command centres, mining in¬ 
stallations. lasers, missiles, asteroids, scanners and alien out¬ 
posts. Points are obtained for destroying any alien installalions 
and hardware, although lhe main task is to survive through 
the sections of the quadrant to find the alien power generators. 
Some great efferts are employed in the game, with large explo¬ 
sions on destroying the bigger targets. You have lo be careful 
not to destroy any target at too close a range though, or you 
may be destroyed by the debris. 


REVIEWED THIS ISSUE 


THE TAIL OF AIR RESCUE 


BETA LYRAE 

Publisher: Databyte 
Price: £1.95 / 95p 
Disk or Cassette 


Publisher: Atlantis 
Price: £2.95 
Cassette only 


FOOTBALL 

Publisher: Atari 
Price: £7.95 
ROM only 


Af! die se titles are currently available from the PAGE 6 ACCES¬ 
SORY SHOP and same rrtup be eiuallflbte from other advertisers 
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The game Is great to play, and lias a high addiction factor, buL 
il. is by no means easy, Points are lost each time you fire, and it 
is very easy to blast away all your points very quickly early on 
in the game. Some of the obstacles presented during the game 
are very difficult to pass. For example, cannons fire vertically 
from the ground and are very often protected by mountains, To 
pass these particular nasLics takes some considerable skill. 
Worse still are certain weapons which cast out a huge gravita¬ 
tional force which pulis you towards thorn at high speed. If you 
hit them, or any object in between, you arc obliterated. There 
are also a number of Indestructible barricades which ears make 
navigation a nightmare. The gameplay is also very fast which 
makes each mission all the more challenging. The game makes 
good playing for novices and experts alike, and will Just keep 
you corning back for more. 

So, If you think you're up to the challenge strap yourself into 
the cockpit of your Wing, put your pilot skills and. warrior skills 
to the test and destroy the enemy. Remember, only a few have 
what it takes to make the mark, and you are the GalacLic Wing 
Commander, 

In the Tail of Beta Lyrae you get excellent gameplay, superb 
graphics, fast action, and good sound effects and music. Add 
to this the incredibly low price and it;s a sure fire winner. Buy 
it now. 


AIR RESCUE 

Air Rescue is an excellent budget game from Atlantis, feat tir¬ 
ing you as a helicopter pilot charged with the task of rescuing 
expatriate Britons from the midst of civil war. The cassette 
Inlay informs you that ‘peace has been shattered as the Milit¬ 
ary Junta moves against the popular uprising. Civil war rages, 
forcing expatriate Britons into hiding to escape the guns, tanks 
and missiles of the opposing armies. There is only one way to 
gel Lhem out - AIR RESCUE'. 

The game is similar to one or two other games 111 Which your 
task is to air lift survivors whilst avoiding enemy fire - most 
notably Chopliflcr by Broderbund. After "having played Air 
Rescue for only a matter of minutes it became obvious that 
this one is by far the moat well implemented version, and 
definitely worth buying even if you. like me. already own one of 
the other similar games. 

Air Rescue has clear, colourful, well defined graphics, adequ¬ 
ate sound effects, and a simplicity of play that makes the game 
a winner from the start. Small touches such as the ground 
shaking when the chopper is hit also add atmosphere to the 
game. There arc ten levels of Increasing difficulty, the latte]' of 
which will keep the most seasoned of games players chal¬ 
lenged. Level 0 presenLs a screen which comprises a home 
base lthe Hospital), trees, shrubs, houses and land based 
artillery. The object of the game is to navigate Lhe hcticopler 
near enough to houses to land and pick up the Britons whilst 
avoiding the scattered objects mentioned, plus gunfire, Level 0 
did not present much of a challenge, and after one or two 
collisions with trees and the like, 1 completed the rescue arid 
moved on to level 1. At this point I wished 1 had stuck to 
adventuring! I found myself under fire from the artillery, from 
tanks, and from deadly missiles. On top of I his, flocks of birds 
sent my chopper flying about madly in an effort to keep it in 
one piece. The game kept me coming back for more and 1 am 
now up to level four. In which the computer presents a streng¬ 
thened force with much more fire power, 


In summary, 3 would not hesitate to recommend this one to 
any games fan, especially at the price. You can't lose. Good 
news also for disk drive owners Is that this one is Transdisk- 
able - XTMENU, non standard read, default settings. 


FOOTBALL 

(the American version) 

Football is one of the later releases of Atari Corp. under their 
series RealSports ™, It is a simulation of American football, 
into which a great deal of material has been absorbed - mainly 
a very extensive set of rules and play formal ions. 

Before playing Atari Football I knew very little about the 
game, other than that it appeared similar to rugby except that 
the ball is thrown forwards rather then backwards. Basically, 
the object is to beat the opposing team by Scoring touchdowns 
in the End Zone, field goals and safeties. The first two scoring 
methods art equivalent Lo a try and conversion Jn rugby. I am 
not completely clear on a safely, but it has something to do 
with the defensive player furthest back cm the field. Needless 
to say, there are a lot of rules Lo digest, especially If you know 
lithe or nothing about American football, but it is well worth 
the effort when you get to play the game. 

Football is very unusual as games go. The difference with 
Football is that it Is designed specifically as a two player gome. 
There is a player v computer option, but it ls riot a full game, 
rather a practice forum in which you can learn set moves and 
the art of passing. The game therefore requires two joys licks, 
even In the player v computer option (you alternate betw’eeri 
the two teams - the computer controls all defensive actions). 

The game commences with options for a full game or practice 
game. Game length can be set at six minute or fifteen minute 
quarters. Once you commence play you must select your 
offensive formation out of fifteen variations. The defence then 
chooses a formation from five variations and the action begins. 

First the ball is ‘snapped’, or passed to the Quarterback. The 
Quarterback changes colour and you gain, control of fils move- 
merits. It is up to you to select where you wish to throw the 
ball, and your aim is lo direct the hall \o a runner at one or 
other side of the pilch. Once the hall reaches your other player 
(if it isn’t intercepted) then your control switches from the 
Quarterback to the receiver. You must keep the bail moving 
Lo wards the opposition’s End Zone where you can score a 
touchdown nr field goal. The defence will be relentless in trying 
Lo prevent this, and if you fail to advance ten yards in four 
plays, you lose the hall. 

The instructions for the game are quite comprehensive, and 
even include a playcard giving details of offensive/defensive 
plays and tactics which is placed between the two players. The 
game is certainly novel, however, in order to get the most out 
of it you must have a partner to play with. 



reviewed by 

Mark Stinson 
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BEYOND THE 

WINDOW 


E very point, on your Atari's graphics or text screen lias 
Its own memory location in RAJVi. Different graphics 
modes use different amounts of memory so the size of 
the "screen RAM’’ area varies with the graphics mode. Howev¬ 
er, it always begins immediately above the display list and you 
can find the starting memory location with 

PEEK (88) + 256*PEEK(89) 

TABLE 1 shows the amount of screen RAM used by Lhe 
different graphics modes. It can be seen that there is a huge 
variation In memory usage, with high resolution screens such 
as Graphics 8 (192 lines at 40 bytes per line) needing 32 times 
as much memory as a low resolution mode like Graphics 2(12 
lines at 20 bytes per linej. 

A1I the points on your text window screen arc stored in HAM 
too. The pointers lor this area are at locations 660 (low byte] 
and 661 [high byte), so 

PEEK (660) + 256*PEEK(661) 

gives you the starting address. In all modes, the texL window 
screen begins above screen RAM at memory location 40600 
and uses 160 bytes (4 lines of Graphics 0 at 40 bytes per line). 
This brings you to the top of RAM at memory location 40960 
(called I4AMTOP). 


TABLE 1 

SCREEN RAM BY GRAPHICS MODE 

GRAPHICS 

NUMBER 

OF BYTES 

MODE 

FULL SCREEN 

SPLIT SCREEN* 

2, 3 

240 

200 

1,4, 13 

480 

400 

0 

960 

- 

5. 12 

960 

800 

6 

1920 

1600 

7, 14 

3840 

3200 

9, 10, 11 

7680 

- 

8, 15 

7680 

6400 

* 

plus 160 bytes for the window 


SAVING AND LOADING 
SCREENS 

PROGRAM 1 uses the information we have on screen RAM to 
show how a graphics screen can be saved to disk and then 
loaded bark in again. The program selected communications 
channel number 1. which uses memory locations 848 to 866, 
for output (saving) and input (loading). The routine beginning 
at LINE 500 is used to move the screen data. LINES 510-520 
POKE values Into some of Lhe channel's memory locations, 
while the machine code sequence at LINE 530 takes care of the 
actual data transfer. The I/O channel bytes are altered as 
follows: 

START+2: We must tell the computer whether were putting 
[saving] or getting {loading) data. POKE ail 11 to put data, or 7 
to get data. These variables are defined in LINES 210 (saving) 
and 410 (loading). 

START±4 AND START+5: We give the computer the start¬ 
ing memory address that the data is to be transferred from 
(saving) or to (loading), in low byte/high byte order. In our 
case, this will be the PEEK183) (low byte} and PEHK(89) (high 
byte) memory locations, as this is where screen SiAM begins, 

START+8 AND STAMT+9: We tell the computer how much 
data is to be transferred by POKEing In the low byte and high 
byte respectively of the number of bytes being moved. The 
program uses the difference between RAMTOP and screen 
RAM start to tell us this (LINES 240 (saving) and 440 (loading), 
although not all these bytes are used - For instance, a 
Graphics 7 screen occupies locations 36960 to 401 59 (3200 
bytes, as shown in Table 1), so there are 640 free bytes before 
text window RAM starts at 40800. These bytes are used for 
screen RAM in Graphics 7+16, where there is no text window. 
LINE 520 converts the bytes figure into the highest whole 
number divisible by 256 (the high byte) and the remainder (the 
low byte). 
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Ann O’Driscoll gets to 
grips with the part of 
memory you see each 
time you use your Atari 
and shows you how to 
perform a trick or two 


The colours and graphics mode arc transferred using BASIC, 
at LINES 220-230 and 420-430, This listing uses a Graphics 5 
screen, which can he amended by changing LINE 110. As 
might be expected, the high resolution modes Lake up much 
more space on the disk Ilian the low re sola lion ones. For 
instance, a Graphics 7 screen uses 33 sectors fas against 10 
sectors for our Graphics 5 one here). 


Jt> 109 R£H ra-IilH-M Il 
05 162 REM 
*5 109 REM 



334 ^ wcmBHS&xm 




SOU E ROUTINE 2.10 - 2BQ 


OPEN C HANNEL ttl FOR OUTPUT 


ME 1(9 GRAPHICS 5;POKE 752,l;EOR R0M=0 TO 
33iC0L(JH ROM: PLOT 0, ROW: DRAHTD ?5,R0H 
INERT ROM 

LK 120 7 PRESS A REV" iPOKE 7G4 r Z55 

AU t$B IF PE£K£764*=Z55 THEN 13ft 

LU 260 HEM 

QT 292 REM 

NH 209 REM 

DY 21ft CLOSE til : OPEN Hi , ft , « , "D I PICTURE 4 * i F 

= 11 

215 REN gE CTgfr-ETillFIi ™lU bim 
YK *3t0 RUT HI, PEEK (07a 
ET 225 REM HfcFTU Nilll« 

t>y 210 FOR M-704 TO 712iPUT ttl. , PEEK ; HE 
KT N 

GH 239 REM fiEhM.HIJ AMOimt u 
f byt<*s to be saved is are^i between sc 
reen RAM start ana top of RAM 
G5 240 RftMTOP=PEEKtl06J*25li:5C = FEEKC8BJ42 
56NPEEK £393 J R¥TE5=RAMTQP-5C+1 
BT 249 REM g^-TNR^JfcTT-TTTj1 h*4M =■ 

TB 290 GU5UB 510 

RT 3»9 REM **^ ^1 jrlj^lJrHiMi l 
EW 310 GRAPHICS fi!POKE 752 jliPOSITION 2,1 
0:7 '■►VOLfH GRAPHICS SCREEN":* **^HA5 BE 
EM SAUER ON DISK” 


INTERNAL CODES AND 
WRITING TO SCREEN RAM 


The numbers held in the screen RAM memory locations are 
the Atari. Internal codes for the characters, These codes are 
derived from Hie order in which the characters arc stored in 
ROM. They are not the same as the ASCII characters buL il is 
possible to convert from one lu Lhc other, as shown In Table 2, 
In practice, the codes works like this: Suppose you print the 
letter "A" somewhere on your screen. If you PEEK the RAM 
location which holds this point you'll get the value 33, because 
this is the internal code for "A" (l.e.. 65 * 32; see Table 2). You 
can also print things on the screen by POKEing directly to 
screen RAM. Again, you must POKE the internal code rather 
than the ASCII value of the character. 

PROGRAM 2 modifies a Graphics 7 display list to include a 
line of Graphics 0 and then uses screen RAM to display the 
text message, LINE 120 changes the 36th row (DL+40) into a. 
Graphics 0 line, and LINE 220 calculates where screen RAM 
begins for (he modified line; Each Graphics 7 tine gets 40 
bytes. The first starts at SCRN (defined in LINE 210L the 
second at SCRN+1 *40, and. so on. with the 36th starting af 
SCRN+35*40. The FOR-NEXT loop converts the ASCII code of 

continued m~ 


AP 

CY 

KC 

QU 

GF 

KP 

TV 

DF 

AD 

GJ 

KK 


GU 

HU 

TO 

JU 

NT 

FO 

UE 

FIT 


326 7 "►+PUESS A *FV TO RELOAD":POKE 7 
54,255 

330 IF PEEK £7643-2GS THEM 33® 

460 REM 
402 REM 

405 REM mi t:m .1 lECOTM*™ 42 BK i :lli* mm 
41® CL05E ttl: OPEN ttl ,4,0,"B ; PICTURE” ; F 

= 7 

419 REM MM3?M> l=TjI3aigaKT<T>I^ ana go in 
to that Mode 


42® GET ttl f GiGRAPHICS G 

425 REM ■ I htM dnd put the ua! 

ues in the colour registers 


430 FOR W=7B4 TO 712:GET ttl,C:POKE H,€ 
iNEXT M 

439 REM flwount o 

f bytes to be loaded is area between s 
creen RAM start and top of RAM 

440 RAMTDP=PEEK £1061*256: 5C=PEEK EliUJ *2 
S£*PEEK£S9>:BYTE5 = RAMTttP~5C+l 

449 rem 

45B GO SUB 510 

450 POKE 764 , 255:END 

505 rem e»t.Hil;MiiH:i< 

510 I0CD=84BIPOKE IGCB+2,F!POKE TOCOt4 

>PEEK CBB3 SPOKE I0CB45,PEEK £B9J 

520 HI=INTfBYTES72563 !L0=BYTE5“H1*256I 

POKE IGCB+fl,LOiPOKF I0CB+5,HI 

53® I = USR CADR £"hhhElVC? l 5 t : RETURN 
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each character In our message string into an internal code 
(either by adding 64, subtracting 32 or doing nothing, depend¬ 
ing on its value) and POKEs the answer to screen HAM. 

SCREEN RAM 
AND DISPLAY LISTS 

The 5 th and 6th bytes of a display list instruction set tell 
Antic what part of memory lo show on the screen. In the 
normal course of events, ihese will be the memory address 
pointers for the start of screen RAM in low, high byte order. 
For example, in Graphics 0 these bytes hold 64 and 156 so 
ANTIC puts the contents of memory location 40000 
(64+256*156) up in the top left of the screen, the contents of 
location 40001 in the next place to the right and so on, wiih 
the contents of memory location 40959 down in lhe bottom 
right hand corner. As this is a Graphics 0 screen, Antic knows 
it must go on to a new line after every 40 bytes and also Lhai it 
must show 960 screen bytes altogether. 


SCREEN FLIPPING 

The next few listings show some effects which can be 
achieved by telling Antic: to look somewhere else in memory for 
the screen bytes, PROGRAM 3 is a small "screen flipping" 
demo in which the computer swaps between some Graphics 1 
screens when you press the console keys- LINE 110 sets up a 
new screen to begin at memory Location 21504 (0 + 256 I 84), 
When SELECT is pressed. LINE 200 directs the computer to 
display this screen by putting its low and high byte pointers 
into the display list's "screen" locations. LINES 130 and 210 
work in the same way for the second screen, called up with 
OPTION, Pressing START enables the main screen by sending 
the program to LINE 150. 



SCROLLING AROUND 
MEMORY 

PROGRAM 4 takes things a bit further by changing the 
display list screen memory pointers every time the arrow keys 
are pressed, Up or down increments or decrements the 
address which ANTIC uses by 40 (because there are 40 bytes 
per Graphics 0 line), The left and right arrows increase and 
decrease the I LAM pointers by 1 byte. This gives us vertical and 
horizontal scrolling over the computer's memory, within the 
maximum/minimum limits set by LINE 140, 

HORIZONTAL SCROLLING 

If you examine the horizontal scrolling, you may notice that 
what is scrolled ofT the screen in one line becomes scrolled on 
the screen In the next line. This happens, of course, because 
the bytes are stored consecutively, with the graphics mode 
telling Antic when to go on Lo the next line to give the 2 
dimensional effect. The final listing, PROGRAM 5, gets around 
the problem by putting the line to be scrolled Into its own 
memory area. A customised display list is set up to call up the 
new line and then to direct Antic back to showing the normal 
screen RAM, 

First we reserve an area at the top of memory and define our 
message string. The starting letters were repealed at the end to 
give a wraparound effect and stop the message "jumping" after 
each display sequence (LINE 140), LINE 150, which puts the 
string into the reserved area, uses a shortened version of the 
technique covered In PROGRAM 2, as we’ve only got capital 
letters this time. We will scroll the 10th line (DL+ ] 41 of a 
Graphics 0 screen. LINE 170 finds out where screen memory 
starts for the following line and puts the answer in high 
byte/low byte format. LINES 200-240 set up the new display 
list In Page 6 of memory. The first 14 and the last 17 bytes are 
copied directly from the normal display list as they don't 
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PROGRAM 4: SCROLLING 


JZ X06 REM 
US 18Z REM 

Cl M O GRAPHICS 6 :DL-PEEK C5G0)+2t»6*P*-;E K (6 
61> 

OH 120 POSITION Z t 10:? M 4 MAY SCROLL! USE 
ARROW KEYS OR E5C"iCLOSE tUJOPEN ttJ.,4 

MH 13? REM KMliKYKgICiOm Oefine DM an 
d set its win and Max liMits; op<mi j nq 
value iai screen RAM start 
TE 140 DH-PttH 1DI +4J+256*FEEKCDL+53 :MAH-S 
OO0OiMIN=3O000 
CR 14? HEM 


HH ISO GET HI, It: IF K=27 THEM 130 
DK 154 REM MW*JBit fHIIJVlTl iTiTTE Wi Add 1 byt 
e to or subtract i byte from Display M 
ewory; keep within liMits 
FH 155 DM=DM+1«CK=4T AMD DM<MAKl~1*CK=42 
AND DM>MIM3 

HH 15? REH MWTA Ji]IM-l&MIk— Add 40 bytes 
to or subtract 46 bytes fruM Display 
Memory; keep within limits 
PH IGA l>H—DM+ 4 f>»CK"4r; AMD DM<HAHJ-40*tK-6 
1 AMD 0M>MXM3 

IA 16? REM MttMmttwizm Cpnwert DM into 
high and low bytes and poke the values 
into the display list 
KQ 170 Ml-lm (DMZ25S3 : LO-DM- t HI-K^hftl TPDKE 
DL+4*LQ:FDKE DL+S,HI 

OZ ±7? REM «:[■];gj4 w ttYEY4:m?i-Mtn*m go ba 
ck to LIME 156 to wait for keypressj i 
ncrewent dm and repeat.- 

HZ IBB GOTO 150 
£1 IB? REM 
prograw 

MZ 130 GRAPHIC? OiCLR :EMD 


End the 


change [LINES 200 and 230). LINE 210 puts a 3 byle Load 
Memory Scan Instruction into the display list to tell Antic to 
show the reserved area, beginning ai page 156, on the next 
line. This is followed by another LMS [LINE- 220) to tell the 
computer to go hack to showing the regular screen RAM: The 
pointers for the 11th line of the Graphics 0 screen were worked 
uuL in LINE 170. LINE 240 enables the new list. The scrolling 
routine at LINES 200-260 works by incrementing the low byte 
pointer for Lhe line by 1 until it gets to 215. bringing it back to 
0 and repeating the sequence, where 215 is a full page less 40 
byies per Graphics 0 Line. 


GOING FURTHER 


Some of the listings here could be adapted for use In your 
own programs. For instance, the screen swapping technique 
from PROGRAM 3 might be used in a game - the Instructions 
could be stored on a separate screen which is called up when 
say, the HELP key is pressed. Or perhaps PROGRAM 5 could 
be adapted as pari of a title screen, with the scrolling message 
saying ''press a key to continue In this case, if you change 

the screen to Graphics 1 or 2, you should remember that these 
modes only use 20 bytes per line, so LINE 1.70 will have to 
change too. in any event, all the listings have plenty of REMs 
to help you along the way as you experiment. 


HOftIZOMTA 


m m aiiEi 


RE 100 REM 
as 102 REM 

ma 110 clr s graphic? qtpoke 752,1 :dome 7& 

4 ,Z55;PT 0 

El 11? REH greraPX WI 14TI1:TU Ot Move- rdMtn 
P down 4 pages to pa«te 156 
5P 120 POKE 106,156 

mb 12? rem Ef 

LH 130 DIM AStll>,B$C255JIA 5-"HOfirlZOMtAL 
SiiRCfL LING [>Lrid . , , “IFOR N = 1 TO & 

TF 140 B$ £31*01 — 13 +1,31*111 = A£ i NEXT If ; B$ (2 
491 =“H0RIZ0M“ 

TG 143 RFM M JH ■ 1 14-L TT^f Jfr J p f jfq |m tort 
vert A5CIE to internal code and POKE s 
tiung into hesprwed 1 RAM area 
KI 150 5C&-25SW156 ; FOR H-l TO LtMCB$7 : POK 
E SCR+M,A5€fB5«M,HlJ-3ZIMEKT H 
tin 15? REH 4-CBII-liMiMI 

GCr 100 5C-PEEK fttttl+Z56WPEEK ra?i 
HC 170 5C2-SC+10W-40 ; H = INT tSC272bSJ ; 1 SC2- 
11*2 5 G 

«C 13 9 REM MTajIUH i" PT41J4YJA 4-1 m 
FL Z00 DL-PEEK£5601+256MPEEK 156 LI - FOR M- (J 
TCI 13:POKE 1536+M, PEEK CDL+Nl I HEHT H 
R« 710 POKE 1536*14,6* : POKE I tij 6+ 15,0 ; POK 
E 1536+16,156 

£Q 270 POKE 1536*I/,66;POKE 153G *16,1 iPOK 
E 1536+19,H 

GO Zlfi FOR M-6 TO 1b;POKE 1536+26+H,PEEKC 
DL+16+M1 JHEKT * 

ZL 246 POKE 569,6: POKE 561,6 
MH 249 REM MiHTA-M J W.vm ■ «*■ u To ^DW 
the Message in the reserved RAM area 



at 

page 156 


H J 

256 

P=P+1 

itf P>215 

THEM P-0 

AM 

268 

POKE 

1536+15,P: 

' FOR D=1 TO 50 i ME K r 


D 




01 

270 

60T0 

250 




TABLE 2 

INTERNAL CHARACTER CODES 

INTERNAL 

ASCII NO. 

HOW TO CHANGE 

code 


ASCII TO CODE 

0-63 

32-95 

subtract 32 

64-95 

0 - 31 

add 64 

96-127 

96-127 

no change 

128-191 

160-223 

subtract 32 

192-223 

128 - 159 

add 64 

224 • 255 

224 - 255 

no change 
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XL/XEs o f t ware 


At last, LEMMINGS comes 
to the Atari Classic with... 


H ere at tastt Yes , the eagerly awaited conversion 
of Psygn os is ’ classic arcade game Lemmings 
has arrived some tux? years after German pub¬ 
lishers Ke-Softfirst commissioned work on the 
project. Some thought THE BRUNDLES would never see 
the light of day hut Ke-Soft are not inclined to make 
rash promises. Indeed, they said if Leonid be good and 
they weren’t kiddingf 

Lemmings for Bmnd/es) are small arctic rodents who 
are renowned for having scant regard for their own 
safety - if there's afire they are burned , if there's a 
mangle they go for a spin, If there's a hole they fall 
straight Int The only way to prevent the Brandies mar¬ 
ching headlong into pofenftaiiy/atai situations is to tell 
them exactly what to do instead. This is where you 
come in. By prompting individual Brandies fo carry out special 
aclioih'es you can help them avoid the deadly consequences of 
their ignorance - or at least save enough bodies to qualify for the 
next round of mayhem! 

The input, device in this game can be a joystick, mouse, CX-85 
numeric keypad or Suncom .Animation Station. A mouse is ideal , 
though I've found the game is still eminently playable using the 
standard joystick option* If you don’t have a mouse you might 
consider buying one to play Brandies - needless to say. Ke-Soft 
can offer you a good deal on one of the set 
The Brandies fail into view through a small trapdoor. The speed 
at which they do this varies from level to ieoei though It's possible 
to increase the rate if desired. There are ten different landscapes 
-from dark caves to power stations, secret woods and the depths 
of a volcano - visited ouer a total of one hundred levels (only sixty 
levels are supplied with early release copies of the game , the 
remainder will he available free of charge on application to 




Ke-Soft). 

To complete a level you are required to guide at least the 
specified number of Brundles to the exit hut within a 
restricted time period. Depending on the allocation of 
special functions to the feoel concerned, you can issue 
uariaus commands to the Brundles to ensure they are 
safely homeward hound. Instructions may be issued by 
clicking the screen cursor on a corresponding iron in the 
lower part of the screen, and then selecting a particular 
Brundle to carry out the chosen activity. With your help a 
Brundle can assu me the role of a Climber [able to climb 
high walls/. Floater (able to survive a fall from a great 
height). Blocker (able to stop other Brundles passing a 
given point), Bomber fable to setf-desfruci and demolish 
the immediately surrounding walls/. Builder fable to con- 
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struct stair way-type bridges) or Digger. Diggers come in three 
varieties having an ability to dig straight ahead, straight down or 
diagonally in direction. To successfully tackie each Level you’ll 
need to discover the correct combination of activities to saue a 
sufficient number qjTBnindfes - but one sJ(p and all could be lost! 

The first few screens are reasonably simple to master and serve 
mainly to introduce you to the different features of the game, The 
activities are only allocated in the quantities required, thereby 
providing you with a subtle hint of appropriate tactics. Later on, 
however, the difficulty rating is stepped up. The number of Brum 
dies to rescue is increased whilst the time allowed to do It is 
reduced , the route from entrance to exit point may not be at all 
obvious and the activities supplied may not seem appropriate. But 
that's the fun of Lemmings! It. may take hours and hours of 
frustrated experiments to find the solution to a level but the feeling 
of satisfaction tohen you finally crack the puzzle is unmatched by 
any other computer game. Fortunately each level has an associ¬ 
ated code word displayed at the start so. as long as you remem¬ 
ber to write it down, you can always continue playing where 
you left off 



Title: 

Publisher: 
Supplier: 
Price: 
Format: 


THE HR UNHIDE S 
Ke-Sqft 

Micro Discount 

,£ 15.00 

Disk: 


Reuieu?ed by Pctttl Rixon 


The Brandies is, without exaggeration, a u is ua if masterpiece 
that has to be seen to be appreciated. The scenarios have 
been meticulously drawn with a highly commendable use of 
colour and animation. The ten landscapes are accompanied 
hy their own corresponding theme tunes for example, Grieg 4 s 
'Hall of the Mountain King ’) and the overall effect suggests 
that the game's futo years of development have certainly not 
been wasted. From the title page to the interlude screens and 
the scrolling levels themselves, it T s clear the author has 
spared no effort to obtain perfection. 

This is definitely the most exciting new release for some 
time and due appreciation should be shoton to Ke-Softfor 
supporting the speculative development of an amazing game. 

The Brandies is quite simply an essential component of any 
respectable games collection - it's right up there with Lode Run¬ 
ner , Star Wars and Rescue on Fractalus, Whui more can be said 
than buy it today, r 

jVoll\ as they say, other news : Ke-Soft haue recently announced 
the first English language edition of ZONG, their regular paper- 
based Atari magazine. Ke-Soft's proprietor Kemal Ezcan has 
promised more English Zongs in the future - providing enough 
interest is displayed by British readers. A full review will appear 
next issue but in the meantime, don't hesitate to check it out. 
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XL/XE software 


BANG! BANK! 


T he title page of this unusual 

game is accompanied by one of 
the most original examples of 
music to have featured in an Atari game 
since ... maybe The Tail of Beta Lyrae? 
Anyway, if you’re into computer music 
then you'll want to acquire BANG! HANK! 
straight away, purely ms a great example 
of what carl be achieved with your Atari, 
Incidentally, the game screens and in¬ 
struction sheet suggest that this game is 
actually named Bank! Bang!, though 
well stick with the outer packaging 
which has It the other way around! The 
story is that a town’s bank manager has 
received a tip ofr suggesting that a group 
of desperate bandits are planning to rob 
his premises. He’s derided Lo place an 
armed guard on the door, just in case the 
rumour is true. Guess who’s been volun¬ 
teered to help? 

Your screen view comprises three large 
doorways, underneath a collection of 
small boxes, 't he doors open and close at 
random to reveal either a saloon girl, a 


customer or a bandit with 
a gun. You’ve got lo make 
a quick decision as to 
whether you should lire at 
these characters or leave 
them well alone. If you 
don’t tackle a baddle 
you’ll be shot yourself and 
lose a life - but if you harm an Innocent 
customer then you'll lose one anyway! 

For shooting the bad guys you gain 
points and dollars. Your aim is to fill 
three boxes corresponding to the current 
screen with dollar tokens before you 
move onto the next set of doors. There 
are four sets lq the first level and you can 
access different sections by scrolling 
across when all the doors are closed, 

In later stages you meet some new char¬ 
acters, such as Jake the Guntlghter Iwho 
musin'! be shot before he’s drawn his 
gun] and Pete the Mexican Bandit. Also, 
the number of bad guys Is Increased 
while the doors open and close at a more 
frequent rate. The game is Intended to 




sir etch your powers of hand-to-eye co¬ 
ordination lo the limit. It succeeds. 

Bang! Bank! is a pleasantly original 
game and is blessed with Lhe great 
graphics and sound effects that seem Lo 
be a trademark of Mirage. The quality of 
this and other recently imported games is 
quite stunning. If you haven’t tried any of 
them yet, you have quite a surprise in 
store! 


Titter BANG! BANK! 

Publisher: Mirage/A.N.G. 
Supplier: Micro Discount/A.N.G. 
Format: Disk 

Price : £5.95 

Reviewer: Paul Hixon 


BOMBI 



T he authors of BOMBI - the la Lest 
Power-Per-Post import to arrive 
from DGS - were also responsible 
for creating the amazing QUICK prog¬ 
ramming language reviewed in Issue 63 
Naturally, they used Quick to write this 
game! 

You are requesLed to guide Boitlbi 
(maybe Mr, Slobby In a blue outfit?) 
through sixteen dangerous platforms 
which are littered with explosives. Bombi 
has to prime the bombs and avoid getting 
caught in the resultant blast- The plat¬ 
forms are drawn using the 3-D graphics 


style of Marble Madness, such that 
rhe joystick diagonals must he 
used to control movement, Bur- 
rounding the platforms is a ‘deadly 
abyss’, so you must be very careful 
not to steer Bombi over the edge. 
When Bombi touches a Bomb, its 
detonator is immediately triggered 
and there is only half a second's 
chance to vacate the square! 

There are three different types of 
bomb. Small bombs will only des¬ 
troy their own square so you can 
quickly step aside to avoid Injury. 
Medium sized bombs also wipe out Lhe 
four neighbouring squares, which may 
contain their own bombs and thereby set 
off a chain reaction. The largest bombs 
affect the eight neighbouring squares, so 
you'll need to have ail escape route plan¬ 
ned before tackling any of these. To fin¬ 
ish a level you must detonate at least 
ninety percent of the bombs, without 
harming Bombi, and also catch a bonus 
cross which jumps around the platform 
at random. 

Well, I’ve made quite an effort Lo master 
this game but I have to conclude that. 



sadly, the frustration factor (or ease of 
dying) is Simply far Loo high. The author 
has put lots of effort into the visual com¬ 
ponents of the game but then forgotten to 
inject that essential ingredient - playabil¬ 
ity. The resultant series of screens may 
he very pretty to look at but they don’t 
substitute for an addictive game. Better 
luck next time chaps! 

if you own a light gun you’ll no doubt be 
pleased to learn that DGS have just re¬ 
leased a light gun game called Aliun 
Blast, For liambit tape users Lhey have 
also transferred Rubber Ball, Glaggs It 
and Mine Sweeper into turbo format. Fin¬ 
ally, It has been announced that the 
News-Disk publication (described in 
Issue 64) has been renamed The Atari 
6-Bit News-Paper to reflect the fact that's 
it's now distributed on real paper! Re¬ 
views of these products wll! be coming 
soon to NAU- 


Title: BOMBI 

Publisher , Power Per Post 
Supplier: DGS 
Format : Disk 


Price: £ 4.95 

Reviewer: Paul Rixora 
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XL/XE software 


SPECIAL FOKES 


G ood news for Operation Wolf 
fanatics! Hot on the heels of 
A.N.G.'s excellent Wolf clone 
Operation Blood Comes SPECIAL FOR¬ 
CES, or Operation Blood II, from Poland's 
talented Mirage Software programmers; 
You are alone iil the centre of a battle¬ 
field, equipped with a rapid-fire machine 
gun and a small quantity of grenades. 
Your view is through the sights of your 
gun, and your orders are to wipe out 
anything that moves - except, of course. 
Red Cross nurses transporting the in¬ 
jured to safety, As you blast away at 
enemy commandos, tanks. Jeeps, fighter 
planes, boats and other adversaries, the 
tally remaining for each category Is up¬ 
dated on a status line. You need to anni¬ 
hilate the specified quotas before you can 
progress to the following level, 

Your supplies of bullets and grenades 
are limited, so it's wise to keep an eye 
open for bonus packages, which drop 
from the sky by parachute. An accurate 
shot will add the contents of a package Lo 
vour inventory, but meanwhile you must 


avoid taking too many hits 
from the ever persistent 
opposition. Their wish is 
to zap your energy level to 
I he point of expiry. For¬ 
tunately, you have some 
lives in reserve! Tactics? 

I'm tempted to suggest 
that you should close your eyes and 
keeping hitting the trigger, but hardened 
Wolf addicts will no doubt have a strate¬ 
gy baaed on the fire power of the various 
enemy units, conserving energy and 
making every shot count (but how do you 
survive level two?!}. 

The graphics arc fairly well detailed, 
though rather lacking in colour (why do 
games of this type always have such drab 
colour schemes?). Animation techniques 
have been expertly used to deliver a good 
deal of simultaneous action without com¬ 
promising the speed of play. The title 
page is particularly appealing and music 
(which Isn't heard during the game Itself) 
Is top notch stuff. If you have a mouse, 
you'll be pleased 10 know the authors 



have included an option for mouse as 
w r e3l as Joystick driven operation. 

The instructions contain a reminder 
that real war is no fun at all and Special 
Forces is not Intended to suggest it can 
achieve anything other than misery and 
destruction. However, since the majority 
of computer games involve some kind of 
violence, I guess the moral arguments do 
not need to be specifically directed at this 
one. 

Tttle: SPECIAL FORCES 

Publisher: Mirage/A.N,G, 
Supplier ; Hficro Discount 

Format: Disk 


BATTLE SHIPS 



W ho wan Is a game of battleships? 
For those who do, A,N.G, Soft¬ 
ware have discovered a new 
game from Poland's Mirage Software cal¬ 
led (wait for it BATTLE SHIPS. 

The game kicks off with a neat loading 
sequence featuring an excellent battle 
ship drawing and a snazzy 'mirrored' 
prompt for you lo flip the disk onto side 
B. After a somewhat alarming memory 
uncrunching routine, the title page is 
revealed. This again is a marvellously 
ar Lis Lie affair with re-defined characters 
forming ihe menu text and superb battle 


ship drawings used as a backdrop 
to the game’s title. From this 
screen you select whether to play 
against a human or computer 
simulated opponent, in the former 
case using either one or two joys¬ 
ticks. Pressing Start launches into 
the game itself, 

As you’d expect the first task is to 
place some battle ships (five in all) 
onto the battle grid. There are five 
classes of ship which occupy be¬ 
tween two and six grid squares. 
Using a joystick controlled screen 
pointer you must select each ship from a 
panel on the left of the screen, then set 
the respective position on a battle grid of 
four hundred squares to the right. When 
you're satisfied with the layout of your 
fleet, you can click on an 'end' Icon to 
continue play. 

If you've opted to challenge the compu¬ 
ter the next cycle of events involves little 
interaction from you. First you observe 
the computer marking Its shots against 
the grid, then you can sit back and watch 
Lhe battle commence to the panic-strick¬ 
en tones of an apt jingle. When this 


Price: £6.95 

Reviewer: Paul Rixon 



rather lengthy but graphically pleasing 
spectacle is over, it’s your turn to ptay 
hunt the ship. Initially you have twenty 
shots at the grid but the number is re¬ 
duced if any of your ships are Sunk by 
the opposition. A status panel indicates 
the strength of your fleet anti when Lhe 
worst comes to the worst, replaces strick 
en vessels with 'SOS’ symbols, When a 
player wipes out the other's entire fleet, a 
teleprinter pops up to announce the 
victor. 

Until now the best battleships game I’d 
encountered was a type In listing from 
the long defunct Big K magazine, Battle 
Ships surely takes its place as the ulti¬ 
mate version of this incredibly addictive 
game. Mirage have gone to town with 
brilliant graphical effects and good 
music. A splendid effort! 


i lue: u/u ALtE* 

Publisher: Mirage 
Supplier: A.N.G, Software 
Format: Disk 

Price: £4,00 

Reviewer: Paul Rixon 
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TheCLASSICPD ZONE 


SOMETHING 
SERIOUS... 

Red Alert! We have crash landed on an alien planet deep 
inside the Classic PD Zone. It is fcrooujn oniy as T6\ Due 
to engine failure me cannot take-q#’ and must therefore 
negotiate with the local Inhabitants + die P6ers. They 
have offered us a new hyper-drive engine if we under¬ 
take an examination of three Pudastan offerings they 
have received via mail order from the planet AtariS, We 
haue agreed the terms and await the offerings... 

LEAGUE ORGANISER 

LEAGUE ORGANISER is a unique piece of software which 
will allow you to organise and schedule leagues of up to 31 
teams. Whether you play in the local football league or run a 
weekend chess league, this program will be of some use to you 
in eliminating all the gruelling hours of organising league 
fixtures. 

The disk is double-sided with the documentation on Side B, 
I'm one of those people who never read does before using a 
program, so L booled Side A first. A.good title screen appeared 
on the screen (always a good start!] and was soon followed by 
the main menu, which was split Into three sections: the title 
bar. the main window (featuring rhe options available) and the 
sub-menu (general information and error messages). 

Hmm! After unsuccessfully attempting to select an option. I 
decided It might be best to read the docs before progressing 
any further, 1 therefore flipped the disk, loaded the docs menu 
and printed them. Sixteen pages later and they were printed! 
The program actually allows you to set the size of your page 
before printing. 1 suggest you use a page length of about GO 
lines for normal A 4 sheets. 

The documentation is a joy to read) It lakes no more than 
fifteen minutes and tells you everything you need to know, 
without ever getting too technical. At the end there is a small 
example which takes you through each stage of setting up a 
league. 

Getting back to the program itself, we were at the main 
menu... There arc eight options available at this menu: Edit 
Team Names. Edit Season. View Fixtures. Save File, Load File. 
Disk Directory. Delete File and Format Disk. Each option is 
selected by using the cursor and arrow keys and then pressing 
Spacebar. 

The DOS-type options are self-explanatory, It is the first three 
options which make League Organiser lick. 

Edit Team Names allows you to enter and edit the names of 
up to 31 teams [or players). This should he more than enough 
for the vast majority of league tables. Entry is quick and easy. 

Next up is Edit Season. This option creates the season to be 
played. It begins by requesting the season starting date. You 


enter this in Day/Month/Year format. The screen then speedi¬ 
ly displays the calendar of the month you have chosen, A 
cursor highlights the first day of the season. A very profession¬ 
al touch! 

Next, you must mark the first day of the season and follow it 
with the final day. After doing this a window will appear within 
which you can enter weekly time slots over the marked period, 
i.e. when the games are to be played and the number of 
playing areas available. 

A quick press of the Return key and you are hack to die Main 
Menu. The next step Is to create lire fixture list. Select View 
Fixtures from the menu and you will be requested to choose 
either the whole fixture list or an individual team. After making 
your selection you can enter who Is playing at home and who 
is playing away. If at this point you’d like to print the fixture 
list you just hit Spacebar, l suggest that you position your 
print head at the Lop of your paper as the list uses an entire 
page before moving onto the next. 

League data can be saved to disk at the main menu by 
selecting Save File, On Side B youTl find the example league 
under the filename EXAMPLE,LGE. Use Load File to load it 
Inin memory. 

J, found League Organiser to be a very professional, piece of 
software. It has the feel of a program which was written by 
somebody who takes great pride in his work, and indeed the 
Atari a-bit. The author, Adrian Hyland, even states in the 
documentation that his main inspiration behind League Orga¬ 
niser was a letter which was published in New Atari User issue 
55 (Hi Ed!'), 

lire prinL option is very- useful and allows both whole and 
individual fixture lists to be printed (very handy for making 
sure that everyone arrives on time!). 

I see League Organiser as the first step to an expanded 
program featuring all the options above plus a "Manager" 
program to control the league in progress, i.e, results, current 
standings, etc. How about It Adrian? 

If you are involved in a league of any kind you really should 
check out League Organiser - it'll save you many hours of 
organisation and do all the tricky calculations for you (e.g. how 
many games are played when 29 teams play each other three 
Limes?) Before blowing your mind, just boot up your drive and 
let League Organiser do all the work for you! 

CLASSIC PD ZONE RATING: 81% 


LOOK TO THE STARS 

LOOK TO THE STARS features six astronomy programs 
for all you budding Patrick Moore’s out there. The programs 
are Moon tracker. Star Gazing. Planetarium. Horizon, SLar En¬ 
counters and Marooned in Space. 

The first program on the disk is a very Interesting and quite 
unique piece of software. MOONTJRACICEK is divided into 
two parts. Part l (Moontracker) will display the positions of the 
sun and moon for any date. It will also give you the moon 
phase. Part 2 (Moonplanter) is described as a "computerized 
farmer’s almanac". In other words, it’s a farmer’s calendar 
which gives you the best days to perform certain farming 
tasks, according to the position and phase of the moon. The 
fanning tasks included are planting, watering, cultivation, 
pruning, harvesting, canning and cutting timber. The prime, 
good and fair days are given for a selected month and year, 
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Included with the Moon tracker documentation is an Interest' 
Lug section on calendars and planting by [he moon. I can’t ever 
sec myself actually putting this new-found knowledge to use 
but it was an Interesting read nevertheless. 

Next up on the disk is STAR GAZINQ. This program is 
subtitled "A Winter Astronomy Quiz" and that's exactly what it 
is, albeit a very- basic one (there are only Five questions to 
answer). However, there is a Review option which goes through 
ail of the constellations and shows them in the graphics 
window. 

PiLAJVETARJl/M is a small graphics demo which cycles 
through various constellations. It is very similar to the Review 
option in Star Gazing, 

The next two programs are aimed at experienced astronomers 
and photographers. HORIZON Is a coordinates calculator 
which gives you the height and direction of a celestial object. 

As a brief point of note, Horizon was programmed in December 
1978 - that's FIFTEEN years ago! ] love examining old prog¬ 
rams like these! 

STAR ENCOUNTERS is another old program, this time 
from 1979. It calculates the distance between (he Earth and a 
selected star. The author advises the use of a star atlas when 
using Horizon or Star Encounters. 

The final program on Look to the Stars is MAROONED IN 
SPACE. Programmed in 1981, from a version for the TRS-80 
computer (Scott Adams' old favourite). Marooned in Space is 
an interesting little program which disguises itself as a quiz. 
You are trapped on a planet and your only chance of escape is 
to use the clues given to identify the name of the planet. 
Simple, but good fun! 

Overall. Look to the Stars brings you the unique Moon tracker, 
two small quiz games, a basic graphics demo and two old 
astronomy utility programs, OK. so it’s not a spectacular disk 
but it does seem to offer a good mixture of programs. Moon- 
tracker and Marooned in Space are both very good! The other 
four programs will only be of interest to you if you enjoy the 
charm of old programs or if one of your main hobbies is 
astronomy. A breath of fresh air from the usual onslaught of 
arcade games and disk utilities. 


CHILDRENS’ 

SONGS 

I thought I'd briefly men¬ 
tion a disk which my four 
year old cousin lias recom¬ 
mended to everyone. CHIL¬ 
DRENS' SONGS features 37 
songs for the young at heart. The 
songs Include many timeless classics 
such as Pop Goes The Weasel, 

Teddy Bear's Picnic, Waltzing 
Matilda, Popeye, Old McDon¬ 
ald, etc. 

Childrens' Songs is a Compos¬ 
er's Jukebox II disk. The songs are 
played via an on-screen keyboard. Each 
note is represenied by one of four colours. The 
effect works well and adds to the feel of the disk, 

All 37 songs can be played automatically one after the other. 
The program then goes back to the first song. You can there¬ 
fore let it play on for as long as you wish. You can also select 
individual songs to play back. 

My young cousin Lewis loved this disk - I could tell by tile 
silence as he stared at the TV screen (although after a few 
songs he did ask "where’s the dinosaurs"]. However, he’s Star- 
Led Lo ask his mum and dad for an Atari. 1 guess style runs In 
the family I 

Childrens' Songs is one for kids under five. 

CLASSIC PD ZONE RATING: 72% 


SEE-YA! 



The P6ers have agreed to ass 1st us with the replace¬ 
ment of our hyper-drive engine so we will soon be taking 
off. Prepare yourself for the force of the boosters by 
shouting ... Gameboytscrapl That's the Jocoi Jingo for 
Long Live the Atari 8-bit! Fifteen years and still going 
strong! Until next time... Use your 8-bit long and prosperf 

This issue's reviews have been: 

DISK DSH95 - LEAGUE ORGANISER 
DISK #93 - LOOK TO THE STARS 
DISK #133 - CHILDRENS* SONGS 


CLASSIC PD ZONE RATING: 73% 


P.S. The answer to the League Organiser question is 1218. 


with Stuart Murray as your guide 
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David Sargeant brings 
you a ‘front-end’ program 
for using DOS utilities 
and controlling programs 



F or anyone who has used an IBM-compatible Personal 
Computer, ! am sure you have found the usual DOS 
prompt very intimidating, It is usually Just an under¬ 
line character or a greater-than sign with no Indication of how 
to carry on. You have to refer to the manual to find out. By 
using a program loosely termed a ‘Front End', a PC can be 
made much more user-friendly. 

As part of the boot process the ‘Front End 1 program is loaded 
and run automatically, A menu is displayed from which you 
have instant access to l>OS utilities and program execution. 

No more typing long-winded commands at the system prompt. 
Now ail you have to do is choose an item from the menu, just 
a few key strokes are required to perform your task. 

As far as Sam aware Lhere is no 'Front End' available for an 
Atari Classic computer. Since such a program is very useful in 
the PC world, a similar utility ought to be available to make the 
Atari more accessible. BASIC does have the XIO command that 
can be used to perform DOS tasks, so it would seem possible 
to write a menu program that provides ihese useful functions. 
Disk File Manager is a straight-forward Atari BASIC program 
,although I have used a little machine code as BASIC is slow in 
some aspects. It provides you with access to DOS utilities and 
programs can he loaded or run with only a few key presses. 
Follow these steps to create the necessary files and a bool 
disk: 

1. Type the listing arid save it to disk in LISTedJormat as 
DFM.LST. [this is your back-up copy * keep it safe}. 

2. Save it again In SAVEdformat ns DFM.BAS. 

3. Format your boot disk and put the DOS files on it.. 

4 , Cop.!/ the DFM.BAS file unto your hoof disk. 

5, To get DFM.BAS to load arid run automatically on booting 
your system* it is necessary to hatte an autorun file. Use 
the SETUF.COM utility supplied with DOS 2.5 to create art 
AUTQRUN. SYS file on your boor disk to load and run the 
BASIC program. 

Use this new disk to hoot your system in the normal way. 


USER GUIDE 

After a short initialisation routine the main screen is display¬ 
ed together with the main menu. From this and subsequent 
menus you indicate your choice by pressing the highlighted 
character. 

BASIC - This terminates the program returning you to the 
normal default screen with the READY message. You can 
also end the program by pressing the ESCAPE key, 

DIRECTORY - You are prompted to type a file specification 
which must comply with the normal DOS file naming rules. 
For example, V* is used to Indicate all files and VLST means 
all, files with that particular extension. If you just press the 
RETURN key without typing anything, the program assumes 
the default specification of V". 

The files which match the specification are then read Into 
the directory buffer and the file and sector counts are dis¬ 
played. The firsl block of 32 files is transferred from the 
buffer to the screen. If there are more than this number of 
files in the directory buffer, the next block can be displayed 
by pressing the Space bar, 

Note that LOAD/RUN and UTILITIES are not available until 
the working directory has been read into the buffer. 

FORMAT - A disk can be formatted In single or enhanced 
density. Press the respective key of your choice or any other 
key to aborL. 

LOAD/RUN ^ Choose this option to execute a file. The 
LOAD/RUN menu is displayed arid the first tile Is highlight¬ 
ed- You can press the Space bar to display the next file block 
if you want. Indicate the file on which you want to work by 
pressing the relative Cursor key to high Light it, then select 
from (lie menu. 

ENTER - You are returned to the normal default screen. The 
commands NEW and ENTER D; filename .ext" are displayed 
and can be executed in direct mode, The cursor is placed 
over each command in turn. Press the RETURN key to ex¬ 
ecute this or the BREAK key to abort. 
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cs i reh mtitmmm i Mititrtimwtttt i HmHiHaiutHHii tao 

HY t KtM n CISK FILE MANAGER B 

LT 3 REH tt fey f| 

YF 4 REM tt David bar yean t 8 

SG 5 REH tt-—-— —- n 

RB 6 REH tt NIE|4 ATARI U5ER - DEC 1393 tt 


cv 7 rem umm tuuniiimtmtttmtmmttttifttmumw mm 

UN fl REH 

CL 14 GOTO 20600 


IHflIM MENU 


IH 1610 TMJWDEH-0iG054JB 13200;FILE—1: HIGH 
LIGHT-0:RETURN 

bk 16O0 reh mMsum 

PQ 1516 GP5UB 13400:IF 1-0 THEN DI«5PEC$~ 
'•*.*** 

YM 1520 DIRECTORY^ til 3"» ** ; DIRECTOR¥5 tl BBS 
":1>IRECT0RY$ t2J-DIRECTORY® 

ax ±630 FILESPEC^^'R f : FXLE5PEC® (3) “DIR5P 
EC® I RIO 3 , ttl,6,0; FILE5PEC$ ! HUHFILE5—fl i 
U®fD=0 

DJ 1540 INPUT Wl,FILES:IF FILES CIO, 161 = i4 S 
ECTORS" THEM 1580 

HO 1550 NUHFILES-NUHFILE5+1:P-0FFSET(NUHF 
ILE5J 

OD 1560 DIRECTORY® CP,P + 161=FILES 

MD ±570 USED —UbtD+MALTFILES CIS,171 1 :GOTO 
1540 

ZB 1580 HTO L2, ttl, 0,0,“&?*■; UNUSED —UAL tTIL 
ES Cl,33J 

PT 1590 POSITION 0,10:? ttfe* 4J POSITION 
8,10;? tt6jMUMFIEE5 

PC 1600 POSITION 24,10!? HO;" "JPOSITI 

OH 24,10:? 86;USED 

JR 1616 POSITION 34,18:? tt6f“ *• :P05ITI 
ON 34,10:? 86;UNUSEDIF LI MUSED =9 9 9 tH 
EN ? no;"?" 

KA 16Z0 DIHIN-J, ■ FTLEBA5E-33 : GliSuR 55001 RE 
TURN 

KJ 2600 REH 

wet 2010 POSITION! 3,191? ttfi.; "Fornat dens i l 


y - HinaIe Balanced" 

NJ 2028 KEY-PEEKC7641IIF KEY=25E THEN 262 
0 

BT 2OJ0 IF KEY-42 THEM HIO 2 54 , B1,0 , fl , **t> i 


ao 2040 IF *CEY = 67 THEM KlU Z 53 , ttl, 0 , ft, »D ; 


BT 

U0 

LH 

CJ 

YH 

VO 

WM 

JH 

AS 


FE 

56 

US 

FM 

OH 


2050 POKE 764,255:RETURN 


LLOftP/RUNl 


2510 IF MOT NUMFILE5 THEN RETURN 
2520 G0SU8 16200;REH Menu 
2530 GOStltt 50B0: REH Get option 
2546 IF KEY=20 THEN G05UB 6060:RETURN 
2550 GOSttB 10000:REH Get file info 
2568 IF KE V-42 THEN P|JP : GOTO 104011; RE 
H Enter 

2570 IF KEY=0 THEN POP ;GOTO ±0&00;REM 
E03d 

25B0 IF KEY-40 THEN POP I GOTO 10000:ftfc 
H Run 

2530 GOTO 2530 
3060 REH fcixu j: 

3610 POSITION 3,19:? 86;"‘Insert systeM 
JiSh — ETO to flivort 11 
3020 KEY-PEEKC7649:IF *EY“255 THEN 302 
0 


JC 3030 IF KFY=28 THEM POKE 7G4,255:RETUft 

N 

WY 3640 HIO 3 , U1 , 4 , 0 , “t> : DLtp , SYS " : H 10 12, « 
A,0,0,"D f* 

Cl 3050 POP :GObUB 4500:POKE 764,255iDOS 
AH 3500 REH 

LI 3510 IF MOT NltHFILES THEN RETURN 
BV 3520 GOSUD 11000:REK Menu 
YY 3530 GOSIfB 5 BA0 ; REH liet Option 
Yp 3540 IF KEY—2B THEN GD5UD 6660lRETURN 
WN 3556 GOSUB 1B000:HEK Get file info 
BH 3550 IF KEY—1B THEN G0SUB 11206:RFH CO 
Ptf 

QJ 3570 IF KEY-56 THEM GOSZJB 11400 ; REH De 


continued m- 


LOAD - Read a BASIC program into memory. 

RUN ~ Read a BASIC, program into memory and run It, 

SYSTEM ■ You are prompted to insert your system disk. 
Press the ESCAPE key to abort or any other key to continue. 
If the disk drive can access the DUP.SYS file. It is loaded and 
run, otherwise, the process is aborted. 

UTILITIES - Choose this option to access the disk utilities. 
The menu procedure is (he same as that for LOAD/RUN. 

COPY - The highlighted file is read inLo Ihe input /output 
buffer and you are prompted to lype a new name. Type this 
and press the RETURN key, The file In the buffer is written to 
ihe disk using the new name. 

If you just press the RETURN key at the prompt without 
typing a new file name, the program assumes that you want 
to copy the file Lo another disk. In which case you are 
prompted to change disks. When you have done so press the 
RETURN key and the file is written using the same name as 
the original. 

Whether you copy to the same disk or in another one, the 
disk directory is read again to show that that it has been 
updated. 

The size of the input/output buffer is set by the variable 
BSIZE at 12800 bytes [103 sectors}. Any file greater than this 
Iii]]Station should not be copied using this program, although 
you are free to alter the size of this buffer to suit your needs. 


DELETE - See note. 

LOCK - See note. 

RENAME - You are prompted to type a new name for the 
highlighted tile. Type this and press ihe RETURN key. If you 
just press the RETURN key at the prompt without typing a 
new file name, the renaming routine is aborted. After the file 
has been renamed the disk directory is read again to show 
the alteration. 

UNLOCK - See note. 

VIEW - a BASIC program saved with the LIST command. You 
are prompted to type a line number in the range 0-32787. If 
the number is outside this range (l.e, not an acceptable line 
number), you are ret urned to the menu. If you Just press the 
RETURN key at the prompt without typing a line number, the 
program is listed from the beginning. Otherwise, the program 
listing is started from the line number that you have indi¬ 
cated. 

NOTE: when a file has been locked .unlocked or deleted the 
directory buffer and the screen are updated to. show these 
various changes. 

WRITE DOS - You are prompted to press Y to write the 
DOS.SYS file to the disk or any other key to abort. Note that 
the DUP.SYS file is NOT written as well. Use COPY from the 
utilities menu to ropy an existing DUP.SYS file to your new 
disk. 
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DISK FILE MANAGER 


let*? 

KS 358B IF KFV-fl THEM GOSUB 11600 : HEM LOC 
K 

VZ 3590 IF Kt:V=40 THEM 60500 li&08:REM Rt* 

naw 

QO 3608 IF KEY=11 THEM GOSUB Jt,2B08:REH Un 

lock 

AC 3610 IF KEY=16 THEN GOSUB 12280:RCH Ui 

ew 

Q6 7620 IF UPDATE-l THEM GOSUB 1520 IJPDftl 
E—0 

52 3630 IF LfPDATE = 2 THEM GOSUB I38H 0 ; 1IPDA 
TE —0 

5F 3G46 GOTO 3530 
HU 4800 REH r r f:>4i^>!■!■] 

ZK 4010 POSITION 3,1?’? Bt;" Press fl 

to write DOS'* 

UK 4BZ0 IF PEEK(7641=255 THEN 4020 
DT 4030 IF PEEK 17641 =43 THEM HIG 3,111,3.0 
* "P I DOS. SYS**! HIO 12,01,8,0,"D : " 

BS 4040 POKE 764,255:RETURN 
VI 4500 REM ’144: H 

LE 4510 POKE 553,0;POKE 186,RAHTOP;GRAPHl 
CS 0iPOKE 730,KEYREP:TRAP 480«©1 RETURN 
AA 5800 REM ?fTai1T:lD<fi!1 
EJO 5010 POSITION 3,1?:? 06; “Opt ion 

":CHAR FLAG“1:P©K 

E 764,255 

BQ 5028 POSITION COL,ROW:? 06 ; C HRS f CH ARFL. 
AG*3©+32J 

0G 5038 TOR FLASH —1 TO 30JIF PEEKC764102 
55 THEN POP :GOTO 5850 
NN 5040 KEHT FLASH:CHARFLAG=CCHARFLAG-81 : 
GOTO 5020 

PQ 5850 IF MOT CHARFLAG THEM POSITION CO 
L,ftGJ4:? OG;CHR$C6Z9 

EJ 5O60 KE V“PEEK C764J * IF KEY = 33 AND DIRIM 
THEN GOSUB 5500:POKE 764,266;GOTO 582 

0 

AC 5070 IF KEY=6 OR KE¥ = 7 THEN GOSUB 6000 
iPOKE 764,255:GOTO 5026 
CF 5080 POKE 764,255:RETURN 
OK 5500 REM rrfcTJTTM'jt'l 

5H 5510 FILEBft5E=FILE6ASE*32 : IF FILEBASE> 

64 them filegase=± 

HI 5520 IF FILE0OSE>MUMFILES THEN FILEBA5 

e=i 

RY 5530 P^OFFSET 1FILEBASEJ :POSITION 0,1 
TO 5540 FOR 1 = 1 TO lb:? 116:" *'J DIRECTORY 

$ CP, P + 16J ; |!t DIRECTOR ¥5 CP+17, P *331 ! P 

“P + 34!NEXT I 

EE 5550 FILE^lJlF HIGHLIGHT THEN GOSUB 60 
60 

OF 5560 RETURN 
JF 6800 HEM ITTfrTTTTPJr!’I ■444^ 1 
OS 0010 IF NOT HIGHLIGHT THEN RETURN 
JO 6020 DIR = 0:DIR“DIR+CKEY=7 AND FILE<32 
AND FlLEBASE + FILE< = NUMFILE5l -CKEV-G AN 
D FILE>13 

Z« 6030 IF DtR-8 THEN RETURN 

BO 6840 ADDR=HLADDRCFILEJ:H=U5HCADRCMC1$) 
,A DDR 3 

ZP 6850 FILE-FILE+DIR 

X A 6860 ADDR=HL ADDR EFILE1 : H-USR (ADR CHC1S3 

, AD DR J ; RE TORN__ 

fij 1800O REM ariu:M>ji:iatfTpT:VIfj 

Ab 18018 P-OFFSET CFILEBA5E + F1LE-1S ! F ELESP 

ec$="D:“ 

FB 1BH2H FIl. F£—DIRECTOR YS CP x P+16) 

SO 18030 STAT5=FILE$Cl,13:P=3 
VW 1O040 FOR 1-3 TO 18iTEMP5=FILESCl,13 
CM 18858 IF TEMPS O" “ THEM Fit ESPECS CP, P 
3=TEHP$:P=P*± 

ZY 18868 NEMT I: IF FILES til, 11) -** “ THEM 
RETURN 

HO 100/8 FILESPECStP, Pi =■'.“! P=F + 1 
ZK 18080 FOR 1=11 TO 13JTE«PS=FILESCI,IJ 
DC 18890 IF TE«PS<>“ “ THEM FILESPECSCP,P 


/RUN MENU 


OH 10180 NEMT I : RETURN, 

08 10208 REM H»H» 3 
Z5 10210 TWIN8EK=1;6DSU0 13208:FILE=1iHIG 
MtIGHT-1:GOSUB 6060:RETURN 

ak 10408 rem I Tfi'T TitfTmwf r i pith; 

OU 10410 GOSUB 45B0: POSITION 1,2:? ■'NEW 1 ' 
HK 10428 POSITION 1,5:7 "ENTER "j;CMR$<34 
1;FILESPECS;CHRSC74 3 ;POSITION 1,8 t END 
JI 18680 REM I^'7TTIMT’T 1 1 UT PiITT‘IM:M!' 

UH 10618 GOSUB 4588:LOAD FILESPECS 


UH 10888 HEM 
LD 18018 GOSUB 4580:RUN FILESPECS 
QK 11008 REM 

AD 1101S TMIHDEK = Z : GDSllB 13200:FILE=1iHIG 
MLIGHT = 1: GOSUB 6860:RETURN 
HP 11200 REM SMiM 

LZ 11218 IF STATS^'D'* THEN RETURN 
EH 11220 HIG 3,til, 4,0, FILESPECS : BYTES=USR 
£AO RCMC 7 SJ ,7,BUFFER,BSIZCJ :KIO 12,01,0 

GS 11270 GOSUB 12690:IF I>1 THEN FILESPEC 
S C3> = FILENAMES:GOTO 1127© 

NK 11240 REM L'HMI*Kf4Etd 

KU 11250 POSITION 3,19:? »6;" To 


Sert disk" 

ZG 11268 IF PEEKC764J=255 THEN 11260 


MD 11270 REM 


output file in buffer 


IK 11288 RIO 3,«1,6,8,FILESPECS:EYTES=USR 
IADRCMC251,11,BUFFER,BYTES!:WIO 12,SI, 
©, 8,“t 

KE 112 5 0 POKE 764,255:UPDA T E = 2:RETURN 
PK 1140© REK l>TNW3i’i4 

KR 11418 IF STATSO" 11 THEN RETURN 
HA 1142B HI© S3,Bl,0,0,FILESPECS;SIAT$=“D 


11 1 CHARC0DE = 36 : UPDATE = 2 : RETURN 


MV 11600 REM 


KH 11010 IF STATSO" " THEN RETURN 
WO 11620 »UD 35,*U,a F 0, FILESPECS : STATS-"* 


“s CHAfeCODE=lB : UP DA I f. —2 : RETURN 

op neon rem emcees 

LD 11B1© IF 5TATSO" " THEN RETURN 
DI 11828 GOSUB 12608:IF 1=0 THEN RETURN 
EK 11838 FILESPECS CP,P3= l, ir M : FILESPECS CP+1 
3 ^FILENAMES 

M6 11548 KIO 32,SI, 0,0, FILESPECS ;iJPDATE = l 


:RETURN 

ZCJ 12008 REM fTTTITrWT! 

DF 12818 IF STATS O”** 1 THEN RETURN 
HE 12020 H10 76,SI,0,0,FILESPECS:ST0TS=" 
CHARCODE=#:UPDATE = 2I RETURN 
8J 12260 REM BH3I 

MB 12218 IF SiATS = **&*‘ THEN RETURN 
GS 1222© GOSUB 12800:IF NOHATCH THEN HETU 

RM 

OG 12230 POKE 55 9,0 ! POSITION 3,19:? S6; 1 - 


OH 122*8 POKE B?,USCRNH1;POKE DLIST+9,USC 
RNHI 

MY 12250 TH1NDEH=3;GOSUB 13208:? B6;CHR$t 
1253:POSITION 0,8:POKE 55S,34 
TH 12260 7 S6;BUFFERS Cl,BYTES? ; ;IF PEEKtB 
4»>17 THEN GOSUB 1248*iIF ESC THEM 122 
90 

FL 12270 BYTES—USR fADR(HC2SJ,5,BUFFER,12B 
3! IF BYTES THEN 12268 
OR 12200 GOSUB 12488 
PE 12298 H1Q *2,BI t 8,0,"©:" 

RY 1230© POKE 89 , SCRNttl ; POKE DLIST + ?,SCRH 


HI:TWIHDEH=2:GOSUB 13280:POKE 764,255: 
RETURN 

FY 12460 REK 

ED 12410 ESC=0:POKE 764,255 
ML 12420 IF PEEK 17643 = 2 Q THEN ESC=l:POKE 
764,255;RETURN 

GH 12470 IF PEEK *7643 0 13 THEN 12420 
LY 12440 ? S6;CHfiSC1251:POKE 764,255:POSI 
TION 8,8:RETURN 
EF 12680 REM . 


GET FILE NAME 
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HI 12610 POSITION 3,19:? 1*6 Wane D;" 

BJ 12G2 0 HIO 3,tti,4,0, e, K:'":FILEWAHES=" 

*■: 1=0 

Lt 12630 GUT ttl , KF Y: IF KEY=155 THEM XIO 1 
2, ttl ,0jB, 1 'Di 11 ! fiFTUHW 

NL 12640 IF CKE¥=12& A*U> I>83 THE* FILENA 
M£S£I*U=" **! 1=1-1 ;PI)5ITI0N CQL+I.ROH; 
? as;** ";G0T8 12636 
MF 12650 IE 1=12 THEM 12636 

HK 12666 IF HOT CKEV = 46 OR CKEY>=4B AH & 
KEY^ = 573 OR CKEY>=65 OHO XEY<=9833 THE 
N 12630 

JH 12676 POSITION COL+I,R0H;? tt6;CHRSEKEY 
> : 1=1 + 1:FILENAMESfl, 13=CHRS tKEYl5 GOTO 
12630 

om X2SB6 him [rrjafyirf:minTaT] 

CM 12010 POSITION 3,19 1 ? ft6 £ "EDter Starti 

ng line >" 

OY 12620 H1(J 3,ttl, 4 *0, L1NE$=" ”1 

1=6 

r.Q 12B30 GET or, KEY! IF JCEY=i55 THEN HIO 1 
2*01,0,6,"OS";GOTO 12060 
IF 12840 IF CK£Y=l26 AND I>B3 THEN LINES £ 

i=i- l :position coL+T+i4 ,roh:? 

«6f" "TGOTO 128 JG 
TC 12850 IF 1 = 5 THEN 12030 

IU 12860 IT NOT f KE Y> —46 AND KEY<=57> TH 
EH 12830 

KC 12870 POSITION C0L+I+14,ROH i7 U6;£HRSC 
KEY3: I=IH: LINES Cl,X3=CtfR$CKEY3:6®T0 1 
2836 

OS 12600 REK HIMglitm W' 1TJJ14!HI» 1 i 
flZ 12890 NOKATCtf=B : If I THEM LINE=UALfLIN 
E^JSIF LIN El 32767 THEN N(JMATCH = 15 RETUR 

H 

5K 12960 «I0 3 , ttl ,4,0, FILE SPECS 
UM 12910 BYTE5=U5n£ADRCHCZS3,5,BUFFER,128 
3:IF I=« THEN RETURN 

PC 12920 IF BYTES=fl OR PEEK£7641=28 THEM 
12980 

GP 12930 PLIN£$=" ”:FOR 1=1 TO 5:TEMP 

S=BUFFEfi£CI,I3 

IH 12940 IF TEMP5=" " THEN POP ;GOTO 1296 
O 

NG 12956 CLINES£1,13=TEHPS:NEXT I 
YK 12960 PEINE=U*LtPLINESJ1 IF PLINE>=LINE 
THEN RETURN 
BY 12978 GOTO 12910 

KJ 12980 HIO 12,111,6,6 , "Oi 4 * ! NOHATCH-1 ; FOK 
E 764,255;RETURN 
RI 13086 REM l»J 

U5 13010 P=0FFSETCFILEBASE+FILE-1)!ARDR=K 
LADDREFILEJ 

BH 13826 0 IRECTQRvS £P , P> =STATS : POKE ADDR- 
2,CHARCQDE;RETURN 
KD 13206 REM (>I 41J TVJIU 'll I 
MJ 13216 PA£E=TEHTMINpOHCTMXHD£X3 
JH 13226 POKE DLIST + 30* 0:POKE DLIST+31,Pft 
GE:RETURN 

UG 134B0 REM M J>n 
11 FI 13416 POSITION 3,19:? H6;"Spec C;" 

EG 134Z0 HIO 3,»i,4,6,"K:”:BIRSPEeS=" 

" : 1 = 0 

LP 13430 GET ttl,KEY!IF KEY-155 THEN HIO 1 
2„ttl, O, 6, **J> l 11 : RETURN 

FW 13446 IF £*£¥=126 AND 1>«3 THEN OIRSPE 
C£CI,I3=" "S1=1-1: POSITION C0L + I,R0M;7 
tt6j" "IGOTO 13436 
LE 13456 IF X-XZ THEN 13430 

BP 13460 IF NOT £KEY=42 OR KEV=4f» OR KEY 
=63 OR CK£Y>^48 A NO KEV<=571 OR eKEY>= 
65 RHP KEY<=9833 THEN 13430 
JO 13470 POSITION COL+I,BOH:? tt6JCHRSIKEY 
} i 1=1+1:DIR5PECSCl,13 =CHR$ CKEY3 :GOTO 1 
3430 

TS 13680 REM H:I;M;«Egl3 

LN 13610 ERR£JR = PEEK £1953 : POKE 764,255 
HM 13626 POSITION 3,19:? ttt; "EPF OPtt if J ERR 
OR;"- Press key to continue" 


DISK FILE MANAGER 


CU 13030 IF PEEK £7643-256 THEN 13630 
ZS 13646 HID 12 , til ,0,0, “P ; " : POKE 764,255: 

TRAP 13600:RETURN 
FB 20000 REM nTfTFTMJTTrr:TTIW>T>TTT7TT?7^ 

00 2661.8 GOSUB 25600:REH Initialise 
IC 20020 GOSUB 1060:REM Main Menu 
EU 28038 GOSUB 5086:REH Get Option 
AP 28048 IF KEY=21 OR KEY=2B THEN 20128;R 
EH Basic 

00 2005 0 IF KEV-ia THEN GO SUB 1500:REM Bi 
r« 

EM 78060 IF KEY=56 THEN GOSUB 7000IREM fO 

mat 

2807D IF KEY-6 THEN 60SUB 2500:GOTO 26 
028:REM Loa<f/run 

SM 26880 IF KEY-62 THEM GOSUB 3080;REM Sy 

steM 

UN 20B90 IF K+Y=ll THEM GOSUB 3500:GOTO 7 
6826:REM Utilities 

FO 26108 IF MEY=46 THEN GOSUB 40O0:REM Hr 
ite P6S 

HT 26118 GOTO 70630 
GK 28170 REM Irf.»l>■ TIT 

HU 70130 GOSUB 4500 : StTCOL OR 1,0,2; SETCtJL 
OR 2,0,6:SETCOLOR 4,9,2:ENO 

TK 25016 REK UJJJ4U-HJ44-1 


ZG 250 ZB GRAPHICS 12:POKE 559,8:RAKTOP = PE 
EK £1063 

U« 25030 MENUS = RAMTOP-4:TQPLINE = MENUS-1:U 
SCRRHI—TOPLINE - 6 

PB 25640 POKE 106 , U5CRHHI : liROPHICS 12 : POK 
E 559,0:POKE 106,TOPLINE 
OB 2505B SCHNI 8-PfcEK CB83 : SCRHtfI = PELK 189J : 

KEYREP = PEEK C73U3 : PflfcF 730,1 
HQ 25060 POKE 16,64:POKE 53774 * 64:POKE 62 
,1:POKE 03i39:POKE 752,1 
FE 256/0 SETCOLOR 1,0,2;SETCOLOR 2,0,G;SE 
TCOLOfl 4,9,2 

MY 75008 REM ^TTttT TwriTTlFPttiKfT I 
HC 25096 DLL0-12O:DLMI=TOPLINE:frl15T=PLLO 
+2564&LHI 

HF 25100 FOR 1 = 0 TO 37: READ A : POKE l>L 1.ST + 
I,A:NEXT 3 

YK 25110 POKF 0LIST + 4,0 ; POKE 1>LIS T+ 5 , TQPL 
INC 

HJ 25126 POKE PLI5T+6,5CRNL0;POKE PLIST+9 
,SCRHHI 

OB 25130 POKE 0LIST+36,DLLO:POKE OLIST£37 
, DLHI i POKE 56®, DLLO : POKE 56l,I>LHI 

YU 25158 POKE 80,0:POKE B9,TOPLINE 
HA 25166 POSITION 0,0!? 1#6; " >> 91S 

K FILE MANAGER << 

PU 25170 POKE B8,SCRHLO:POKE 89,SCRHHI 
1C 25180 'REM LT A Jlt -ltt'Jf i 'VILm • H ri’Ll 
5Q 25190 &IM TEHTHINRQNC33,MENULINE5£383 
RU 25206 F0R 1=0 TO 3:PAGE=HfcNU5+I:TEKTHI 
NODH CD =PAGE 

GR 25216 POKE 660,0:POKE 661,PAGE 
HD 2S220 FOR J—O TO 3:READ HUfULIMES;POKE 
656,J:POKE 657,1:? BENULINE5;:NEXT J; 
NEXT I 

80 25236 T|4IHDEH=B : GOSUB 13208 
IE 25Z40 REM ■011 1:^1-] 

5C 25256 DIM PILES £173,DIRECTORY^ £17*641, 
MCLS t2i) , MC2^ 1383’ ,OFFSET C&4> , HLADDR C32 
3 

XN 25260 DIM FILE5PEC5£30J,DIRSPEC^£123,F 
ILENAME$(12),TEMPS£13,STATSC1J,LINES£5 
3 ,P LINES £51 

AP 25270 BSIZE=12O00;DIM BUFFERSEBSIZE3 
VP 2520B BUFFERSC13=" *' SBUFFERSCB5IZE1=" 
BUFFERS £73=BUFFERS 

XK 2529® BUFFER=A&RtBUFEERS3;C0L=10:HOM=1 
9:DIflIN=0:UPDATE=0!TRAP 13500 
CZ 25300 REM INUJf,t ^ 

DY 25316 FOR 1=1 TO 21:READ AjMClSfl,13 -C 

continued m* 
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DISK FILE MANAGER 


HRS CAJ : ME3CT I 

LE 25320 FOR T = 1 TO 30;READ A; HCZS CI,I> = C 
HRS I ft? ;KENT I 

2S33G REH UU JTA-LM1. W-‘£l y 4dJAUUBH 

KO Z534S P—.1 ; FOR I“1 TO 64 : OTFSET f 13 =P : P- 
P + i?NEXT T 

tft 25350 REH Liit-iagc- iikgymnCT 
WL 25360 ODDH-SfRtfl. 0 + 25 6*5CR Kill + 44 : FOR 1 = 
X TO 32 STEP 2 

TG Z5370 MLADDHCl)-ADUtt;HLADDR(T+1J-APDR+ 

±9 

VR 25388 ftDCfl-HDDR+4n;HEHT I 
HI 25370 REM 1 J JT X1 

HZ 25400 POSITION l,!?:’ H6 ; ,-— 


SC 


IN 25410 POSITION 1,1.11;? t*Ej"|Eiles: 

ctors-llsed: Free: |" 

Oil 25420 POSITION 1,1?:? B6; ,, | 

I" 

EG 25430 POKE 559,34;RE THRU 

oi 25440 rem ivytFwriiaBttyiffreTii 

CO 25450 DATA 112,112,16,56,0*0,40,66,0,9 
,Z,2,2,2j2,2 

EG 25469 DATA 2,2,2,2,2,2,2,2,2,2*2,2,2,6 

6,0,0 

IJ 25479 DATA 2,2,2,G5,fl,0 

VC 25 4SO DATA ! [Basic doaad/run Oi 

te arm r 

ol 25500 data I Hirectory Eystow do 

KH 25510 DATA ] Sornat futilities 

I 


KE 25S20 DATA L 

i 


KA ZS640 Da f" A 1 

i- u m i 

Hi> 25549 DATA l [Inter 


TH 26550 DATA | 

HUl I 

KU 25560 DATA ^ 


[load 


0un 


LK 26570 DATA { 

H JhWJ 1 

zp 25500 data t Heiete 
HH 25690 DATA | B«Ck 


□enane 
IXJn l oc k 
[QiDW 


JZ 25600 DATA 


JT 25619 DATA 


. ... .~—I 

LE 25620 DATA t 

Pa$P ) 

KC 26630 DATA | 

I 

KP 25640 DATA ** 


Press s M AUJ Fop next 
for rterm 


OAta to highlight file na^e 


LI4 25660 REM 
IN 25660 DATA JE.04,104,133,264,164,13 3,203 
,160,0,177,203,73,128,145,203,200 
TU 25670 DATA 192,11,206,245,96 

vu 25 b sip Data 104,102, it>, 104,1*4, 1.57, es, 3 

, 104 r 1.57,6?, 3,104,157,60,3 
GK 25700 DATA 104,157,73,3,104,157,72,3,3 
2,06,220,107,73,3,133,213 
XZ 25718 DATA 109,72,3,133,212,76 


PROGRAM 

VARIABLES 

Strings 

FILES Each entry in the disk directory 
is read into FILES prior to being stored 
in DIRECTORY^ 

DIRECTORY$ Disk directory 
DIRSPEC$ File specification for direc¬ 
tory access 

FILESPEC$ Kile specification for disk 
access 

STAT$ Status of file (locked, unlocked 
or deleted) 

TEMP$ Temporary storage 
FILENAMES New name for ropy or 
rename routines 

MC1$ Machine code to highlight a file 
MC2S Machine code for disk in/output 
BUFFERS Input /output buffer 
MENULINES Menu data is read here 
prior to being printed In the I ext 
window 

LINES Starting line number for viewing 
a program 

PLINES' Program line number In buffer 

Arrays 

OFFSET File offsets into DIRECTORY^ 
HLADDR Screen addresses for file 
highlights 

TBXTWINDOW Text window addres¬ 
ses for menus 


Numerics 

B5IZE Size of buffer used for file input/ 
output 

BUFFER Address of input/ output 
buffer 

BYTES Number of bytes passed to/ 
received from input/output routine 
RAMTOP Top of RAM - moved to re¬ 
serve space for the menus, the top line 
and Lhe viewing screen 
SCRNLO Low byte of address of top of 
screen RAM 

SCRNHI High byte of above 
V'SCRNHI High byte of viewing screen 

RAM 

DLIST Display list address 
DLLO Low byte of above 
DLHI High byte of above 
MENUS High byte of address where 
data fnr the menus is stored 
PAGE Page counter for lhe above 
TOPLINE High byte of the address 
where data for the top line Is stored 
TWINDEX Indicates which menu to 
access, (range 0-3} 

COL Cursor column position 
ROW Cursor row position 
KEY Value of keyboard input 
NUMFILES Number of files loaded into 
DIRECTORY?? 

USED Number of sectors in use 
UNUSED Number of sectors not in use 
FILE BASE Indicates which block of 
files to access In the program, (1 or 
33). The maximum number of files in 
the buffer is 64 and they are accessed 
in blocks of 32 
FILE File counter 


FLASH Loop counter for flashing 
cursor 

DIR Direction of highlight. -1 - up 0 = 
no movement 1 = down 
LINE Starting line number moved from 
LINES for comparison 
PLINE Program line number to be 
compared 

ADDR Current address being pro¬ 
cessed 

KEPREP SLore for the key repeat de¬ 
fault value 

UPDATE Initially set to 0 - set to 1 or 2 
after a disk operation depending on 
type performed, l=rcad directory 
2= update screen 

CHARCODE ASCII of prompt char¬ 
acter 

I Loop and string position counter 
J Loop counter 

A Data read here prior to being stored 
in a machine code string 
P String pointer 
X Dummy used in USR routine 
ERROR Error number 

Program flags 

- in all cases 0 = off 1 = on 

DIRIN Disk direciory read into DIREC- 
TORY$ 

HIGHLIGHT Highlight hie 
CHARFLAG Character to be printed to 
prompt user -for keyboard input 
NOMATCH Matching line found in the 
program buffer 
ESC Escape key pressed 
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THE ACCESSORY SHOP 


ISSUE 66 


CLASSIC ROMS 


ACE OF ACES 



ROM 

CARTRIDGE 


At last a good flight simulator one* Lignin! Although 
not a straight flight sim, (his excellent World War It 
game has all the challenge and sense Ol flying that yaw 
would expecl from a flight simulator. Acs of Aces puts 
you in the cockpit of a Mosquito, th e maverick RAF 
lighter horn her that shot down 659 enemy aircraft and 
500 V-1 Burr Bombs In WW2. It s a white knuckle aerial 
combat iitudtton wllh the gut-wrenghtng pressure of 
enemy confrontation. Four mlitiens to challenge you - 
select your weapons, watch your fuel, decide your plan 
of attack from the intelligence reports and! Start that 
engine. The adrenaline will be flowing! 

OUR PRICE £7.95 


AVAILABLE AGAIN! 


A lot of the games that long time owners regard 
as the original classics have been unavailable 
for some time but we are delighted to be able to 
bring you , once again, a selection of those clas¬ 
sic cartridges - including some of the best 
games ever for your AtarL If these games are 
not in your collection, your collection is not 
complete . And if you are a new owner these are 
guaranteed winners - grab a couple today! 



RESCUE ON FRACTULAS 


One of the ell time classics available again.. 

You need to rescue the Ethcrcorps pilots stran¬ 
ded on the planet Fractulas by flying! your 
rescue craft in through the mountains and 
completing the tricky landing. You don't have 
long as the pilots will soon die in the poiso¬ 
nous atmosphere. Designed by George Lucas, 
of Star Wor$ fame, and regarded the turning 
point of home computer game design. Part 
flight simulator, part arcade shoot, totally 
addictive, totally compelling. 


frncWkoif 


ROM 

CARTRIDGE 


OUR PRICE £7.95 


LODE RUNNER 



ROM 

CARTRIDGE 


Back again, but only for a short time. One of 
the most highly rated and challenging platform 
games of all time that let's you play forever! 
Uniquely for a ROM game, Lode Runner allows 
you to create your own games and levels, if 
you have a disk drive, with Its built In editor. 
Run, jump and blaze your way through the 
catacombs in 75 challenging levels before you 
start to design your own. Sure to bo In great 
demand but we only have a limited stock. 


OUR PRICE £7.95 


TENNIS I POLE POSITION I MILLIPEDE 


Forehands and backhands, drlv- 
mg approach shots, angled vol- 
leys, overhead smashes and 
tricky lobs - ycuVe got all the 
strokes In Tennis I Plus a wicked 
serve that goes where you want 
It. Here's the action packed game 
that challenges you to play at 
your best. Play singles against 
the computer or another player 
or doubles against another play¬ 
er. Either way the action is last 
and furious. 


ROM CARTRIDGE 

OUR PRICE £6.95 


Everyone has heard of Pole Posi¬ 
tion, the racing game that in¬ 
spired almost every racing game 
since. It may be the original and 
some other games may have 
added features but Pole Position 
still retains its challenge after 
many years, One of those games 
that has exactly the right balance 
of game play and graphics to 
make It a classic that will last 
forever. If It is not in your collec¬ 
tion, make amends now while it 
is still available 

ROM CARTRIDGE 

OUR PRICE £5.00 


Creepy crawly bugs like jumping 
spiders, buzzing bees, bouncing 
beetles, mosquitoes, dragonflies, 
inchwprms and earwigs have In¬ 
vaded your garden patch - and 
you’ve got to blast fast to get rid 
of them! But watch out! The mil¬ 
lipedes are the most insidious in¬ 
sects of alii Fast action graphics 
and real bug sounds make this 
game just like the arcade smash 
hit. Uses joystick or THAK-BALL. 

ROM CARTRIDGE 

OUR PRICE £5.95 


JOUST 


In days of olde when knights 
were bolde - they never saw 
anything like this! You don 
your helmet, hoist your lance - 
and mount your ostrich to do 
battle with the evil Buzzard 
Riders in deep space! Pter¬ 
odactyls to the right of you, 
alien eggs to the left - learn to 
fly so you won't die so very far 
from home. All the thrills of the 
arcade game for one or two 
players, 

ROM CARTRIDGE 

OUR PRICE £6.95 



The original basketball game gats back Ic basics but, like the VC5 version, Is lots 
ol fun. You esn dribble, shoot, pass, block shots and even make steals. Five 
different game variations allow up to tour players to compete on Ihc 400 600 and 
two on (he XL-XE Sometimes, like IbC early games* simple graphics can mean 
addictive play and a let of Hunt 

ROM CARTRIDGE 

OUR PRICE JUST £4.00! 


ALL ITEMS ON THIS PAGE ARE 
NEWLY FEATURED THIS ISSUE - 
ALSO NEW ARE OGRE AND 
BATTALION COMMANDER ON 
DISK - SEE OVERLEAF 
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More new software 


OGRE 


Challenge the Ogre, 9 cybernetic supertank program¬ 
med to op idly annihilate anything In Its peth. Set on 
21 si century battlefields, this game- tif slralegy 1$ Tor 
either one cr two players. Conventional lorccs Such as 
nuclear-armed tanks, speed vehicles, howitzers and 
Jnlanlry must be skilfully deployed to defend a Com¬ 
mand post. The composition and placement of units is 
ChliCSI in destroying the Ogre which has multiple 
weapon systems and thick armour plating. Ogre is an 
adaptalion Of £ weH-Tespoeled hoard game and will 
appeal to all slmlvgy fant- A game editor is Included 
for lasting appeal. 

only OUR PRICE £6.95 



BATTALION COMMANDER 


NOW ON DISKI 

An melting roal-tlmo tactical game with you as 
liautenanl colonel in charge of an entire armoured 
battalion. Choose from five different scenarios from 
a training mission against a Soviet tank battalion to 
tough assignments against tfie Chinese. You can 
adjust the relative strengths of your forces and the 
opposition and ah dose from 40 different terrain 
maps and five different scenarios. Enough variety to 
last for years! 

OUR PRICE £5.95 



DISK 


DRUID 

Another c lassie in which, as Last of ihe Croat 
Druids, you wander through the Dungeons of Aca- 
montor with your mighty Golem by your side on a 
quest to destroy the four demon princes As you 
delve deeper into the dungeons you will find 
chests containlrig spells of formidable power to 
aid you and Pentagrams of Life which will heal and 
revitalise you. Excellent graphics and superb 
pameplay have made this one Of the best arcade 
adventures on the Atari. 



DISK 

ONLY 


OUR PRICE £3.95 


FOOD FIGHT 

Charley loves to eat. One day he visits the 
carnival and heads straight for the Food Fight 
contest. Help Charley hurl mounds of fabulous 
food at disgruntled chefs. Spinach, bananas, 
tomatoes, watermelon will be thrown about as 
you try and make the chefs retreat. You are 
after the giant ice cream cone that awaits if you 
make it across the screen. Enjoy the fight... 
and; the mess! 

SSST"OUR PRICE £7.95 



CENTIPEDE 


Imagine you live m an en¬ 
chanted mushroom patch fil¬ 
led with bothersome bugs. 
Get those Centipedes with 
your bug blaster. Watch out 
for the spiders, fleas and 
scorpions, they all have 
magical powers - and they 
are after you! 1 or 2 players 


BOM CARTRIDGE 

OUR PRICE £5.00 


ASTEROIDS 


Asteroids surround you! Use 
your photon cannon to de¬ 
fend your spacecraft front a 
field of asteroids. These 
enemy asteroids become 
progressively smaller, swif¬ 
ter and more dangerous. 
Watch out for enemy saucers 
too! For 1 or 2 players. 


ROM CARTRIDGE 

OUR PRICE £5.00 


ARCHON 


A unique battle combining ele¬ 
ments of fantasy with the strate¬ 
gy of the chessboard. Your men 
represent the forces of good and 
evil and when they each occupy 
the same square the board 
bursts into life with banshees, 
goblins and sorceresses. They 
cast spells, throw flames, even 
take on each other's shapes and 
characteristics. You can play the 
Light or the Dark either alone or 
with another player. A totally uni¬ 
que game. 

ROM CARTRIDGE 

OUR PRICE £7.95 




All the thrills of American baseball 
can be yours on a summer after¬ 
noon in the ballpark. Sit behind 
home plate, along the left field line, 
down the right field line or Join the 
manager in the dugoul. Look over 
the pitcher's shoulder as he throws 
the next ball, You control all the 
action of the batsmen, pitchers and 
fielders as you try and battle your 
way to Ihe top of the league. An 
exciting game for one or two 
playerg. 


ROM CARTRIDGE 

OUR PRICE £7.95 




PLASTRON 

Take your place in a small band of pirates out to steal fossil fuels from 
the biggest corporation in the galaxy. You must guide your shuttle 
craft along the surface of the planet Plastron to collect as much fuel 
as you can from the heavily defended mine zones and then rendez¬ 
vous with the supply lank at the end of each level. Plastron got a good 
review in New Atari User and has some excellent grpphics. 

CASSETTE ONLY OUR PRICE £2.95 


BATTLECRUISER 

If you are a wergsmer who has fought land battles before then you may 
need to learn new skills to da battle at sea. Battlecruiser gives you the 
opportunity to recreate naval engagements during Word War I between 
Great Britain and Germany or ihe World War 91 surface battles between 
Britain,France and Germany-ltaly. There are 79 classes of ship to control as 
every aspect of famous battles Is recreated. An extensive manual gives 
details ol all of Ihe ships and guides you through every aspect of play. 

disk only OUR PRICE £7.95 





American Football is a big craze in 
this country and you can now play at 
home. Outsmart the defence, pass 
with amazing accuracy, run with 
speed and agility, make tackles, select 
offensive and defensive plays and 
more. You can take on the computer 
in a practice game or challenge a 
friend to a dramatic video bowl game 
of your own in a packed stadium. All 
the thrills of the gridiron 


ROM 

CARTRIDGE 


OUR PRICE £7.95 
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20 NEWLY FEATURED CASSETTES 


YOURS FROM ONLY 95p EACH INCLUDING POSTAGE 

Prices start at £1.95 each and reduce according to how many you buy ... and 
you can mix these with our regular cassettes shown on the inside front cover 
Now you have OVER 40 cassettes to choose from! 







TWILIGHT WORLD 

Enter Ihe Twilight World. Equipped with the 
latest In anti-gravity puda and Laser weaponry, 
battle yoL-r way through each of the eleven 
dungeons defeating their lierd shiy ecvjws In. 
habitants along thn way. A gnm* trpm Atari 
rhrimsfilvas r 


AZTEC CHALLENGE 

A1 the ancient Mexican pyramid orTancrthtiltan 
die Artec gods have demanded a human sacri¬ 
fice. Y<RJ ere OW (H the chosen! Your Only hope 
ot escape Is to survlu* a serin* of trssls In 
which your auility and Stamina are pushed to 
thn limits. Over th« wnhMfaa. your race has 
developed amazing abilities in running, jumping 
arid ipapsng ■ your enly chemca wi surviving hi* 
epic Aztec challenge. 

FRUIT MACHINE SIMULATOR 

OwM Masters varBlon ci (he fruit machine that 
they claim fa Ihe Hret real fruit machine simula¬ 
tor. FedLures Include Gaah Boa., Nudge Box 
(with CoT-pj-hcdqe and Nudge Da nkl Skill 
Climb, Winning Streak, Cash Gamble, Mold:; 
and Mega-Holds, Skill Chance* and Party Tuth 
Meter. 


MICRO RHYTHM 

Mifvortiythm ccnveHi your coihpolw Into a 
programmable tlrtihn Byatem. AH of die realistic 
drum sotwicfa were digitised using the Replay 
sampling system and eight drum sounds can 
be arranged in 2$ diPlerent drum patterns. 
Annoy the neighbours without buying; n drum 
kit! 


LEAGUE CHALLENGE 

Manege your favourite fwrtdall teem ytJUr way 
No maria male ties; h>*t bar-BUBa fa* m«iag*r 
c*dtre the wrong team or played a wong wnv- 
binaffan, Now ifa your chance to go for Ol-.i- 
4ion One or win the league and Cup double. 
Ydu may even flhd the manager'! pofa is harder 
then you imagined! 



MR DIG 


An old favourite n which Mr Dig has :o dig tor 
hidden load supplies in btia 'Mianu' territory 
below ground. As ha digs he can Mrt chantel V 
crush the Mtanfas tvilh opptea Special ireuts 
earn extra pcihla and a Magic Power Orb can 
kill all the Mean ea 




ON CUE 






DARTS 


5tep up (o the sen* and enjoy allofVie run qi 
competition dana-lhan Includes three dart 
{rBihes lor the Price i>f one. A choice of these 
pppuldr games: StDl. Round Ihe Board and 
Cricket are available in this package 



PHANTOM 


Something strange has been ha ppe>i ng. some¬ 
thing guile unnatural. At first no-one look much 
notice. Those who had experienced It were con¬ 
sidered crackpots but now Ihe number ot crack, 
pole were too numerous . something strange 
wax indeed going on. Another crncJcar from 
Zeppelin Grnvifif. 



Control that cue ball! A challenging rani life 
simulation which covnhinei Fool and Snooker 
on the sumo enssatta. An absolute mud tor 
bdih enihiislsete and beginners. elite ir you 
have ever wanted to be at the Crucible takeng 
part In the World Championships, now's your 
chance lo practice. 

FOOTBALL MANAGER 

Manage the learn ol your choice. Features Hi' 
elude Transfer Market: full League tables: In¬ 
juries; save game facility; prom at Ion and fa- 
legation: FA Cup matches.; managahal rating. 4 
favfalpns; ns many sciuHfas B*1d you like; pick 
your tehfa ter each match and seven skill 
leech, 


STRATOSPHERE 

It s five years on, the bottle for human life has 
been successful but only to a point. The rem¬ 
nants of the alien larce still menace Eadh and 
It's your task lb da stray diem nnra and far ad, 
Some really n>cnlInnl graphic* add epic* tdlhli 
apnea ebwl em up 


MOLECULE MAN 

Loot in a maze with 254 locations you must 
light against tine and lelhal radiobon lo survive 
and teleport to safety. Also Included is on cosy 
to use. Maze Designer which win allow you Id 
edit the existing game or create a new version. 
Nice 3-D graphics ns you ncate and M Ih 
clrautt boards to escape 


SPACE WARS 

H Lteous aliens, ground bases brlslhng rVltn 
guns, fiendish flying farma turns and an asteroid 
belt or three just Go keep you on your :oes! Alt 
you've ever wanted Tram n shord nm up with 
Incredible payability mater, this * muni far any 
serious gam* player. Be warned, if* not ter 
wimps. Be good or ba geml 


LAS VEGAS CASINO 

Save your money yet again by staying at hpmR 
fail this lime you can visit many d rnrr-nl lasiles 
In, Hie Cnsiifa pifag» Ifpm BlBCK JBCk, CrapS, 
Bacural or Noularte, name* Hist conjure up the 

nl-mnt.phf.i H of IhB biB Vegas oaaiuoB. a world 
C-1 high Slakes. You have 11,000 Cut the jackpot 
Of iW.000 fa waiting! 






SIDEWINDER 

The Original Sidewindei has yfiu Dying the bigh- 
lech Sidewinder hunter-kiMer helicopter through 
spectacular underground caverns, past the 
enemy defences and! security systems fa your 
bom* base on th? ho*p.fahle surface, Mote 
gram gm^bfag tram ztpjmiin Camas 


MADJAX 

Someone baa been lobbing shells into your 
face, COiy litlle domed city threatening ta farce 
the pop jl-sl ci out into the redloeclivc weste. 
land:; outside. Take up the fast action as you 
race your honvlfy armed buggy through Ihe 
linnmy dalanoes Fight Off (hair fanca-t a>id 
BurvWe o* your city dl«a with you. 


POGOTRON 

you have been branded on a hostile planei, 
pi&n*. exc*(H for the lurbo-poge', the only 
mean's Of transport. You have the plans for a 
apace ship and the search is on la find Ihe 
equipment and then build the space ship fa 
escape. The tlnal danger Is Ihe Guardlnn who 
must be destroyed befara you can be froe, 


DAWN RAIDER 

Fly your hMvity armed helicopter guo-ahlp into 
Hi* romn*{$ complex ol the super criminal that 
fa homing the world 10 ranaom wHIh hia nuclear 
armed rockets. Guide your gun-ship through 
Ni* great underprojnd cavern, shoei ng and 
bombing the defence systems Id slap lha d*B- 
l.rjclian of iho world's cl|l*y. 


CRYSTAL RAIDER 

Sot™ the prabiemB *nd coHshji iheeryetafa 
Fitly tiondlsh lalal petfarnefa bo solved 1 HOUfB 
of mi no pnd joyBdck bending emerfalnmant for 
tn*B0 who like tttelr gsmae to Infuriate the parts 
other- aoDware camnot reoch’ Not really an 
atCSda adventure but a series of logic problems 
Id tax you all the way. 



PENGON 



Can you bovb Penguin Willy from far ferae mis 
mutant aea RMiSV Stun farm by knocking them 
egainat the walls or crush them Id a horrityinc 
death with sliding ice blocks;. High spued 
arcade adlon game, lull colour graphics and 
music. 


BMX SIMULATOR 

A brilliant version of the epic CS 4 game. Ey* In 
Ihe aky viewing - amazing rcallsllc simulation, 
Ihe starling ramp, burms, hump*, water 
splashes etc. all have real stir *rr*rt OH tlte 
niter. Two plnyar option and *BVBH diffarerU 
courses will !»+ nvnn thfl IteBt gam*B piayPr. 


Any one cassette £1.95 - any two £3.50 - any three £5.00 ■ any 4 £6.50 - any five £7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 


AM prices are inclusive of postage 


CHECK THE INSIDE BACK COVER FOR ANOTHER 20 CASSETTES TO CHOOSE FROM! 


FREE " MASTER CHESS when yon order 3 or more cassettes 
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Still more choice 


ROCKET REPAIR MAN 



Buried somewhere in the underground maze of 
caverns of the planet Leskos are essential 
components of your Astro-ship, Get into your 
space suit, strap on your Jet Pack and begin 
the most terrifying descent imaginable. You 
must collect pieces of a rocket In which you 
can escape but beware the dreaded isieutmo 
Ghosts and the Quark Phantoms out to stop 
you. Another neat game from Red Rat. 


only OUR PRICE £3.95 


SILICON DREAMS 



Taking the role of Kim Kimberley you are a leading 
participant in the colonisation af Eden, a planet 
prepared for human habitation by an advance 
guard of intelligent robots who battle whh the 
native and highly aggressive fauna. In this highly 
structured and realistic environment you must 
•move your mind into the twenty-third century. Sili¬ 
con dreams comprises three excellent graphics 
adventures - SNOWBALL. RETURN TO EDEN and: 
THE WORM INI PARADISE from Lavel 9, the mas¬ 
ters of adventure 


DISK OR 
CASSETTE 


OUR PRICE £5.95 


NEW YORK CITY 


NIGHT MISSION PINBALL 



DISK 

ONLY 


Welcome to The Big Apple, This hurried jungle 
of steel, concrete and glass bristles with fasci¬ 
nating sights and more than its share of dan¬ 
ger. From the placid greenery of Central Park, 
there is no city in the world like New York, and 
boy ere you about to find that outl As a visiting 
tourist you only have a limited time to see all 
the sights, but New York City has a little more 
excitement, a little more danger In store than a 
mere sightseeing trip to the zoo! 


OUR PRICE £3.95 



DISK 

ONLY 


The ultimate arcade simulation with live bumpers, 
seven stand-up targets, nine rollovers, two spin¬ 
ners and much more. So realistic you have to 
insert a quarter before you can play. So true to life 
yau can ever lilt the computer! Night Mission Pin- 
bell offers; ten different modes af play Idr 1 - 4 
players. Forty user-adjustable parameters allow 
you to create your own custom games or redesign 
any play mode to your own specifications. Beauti¬ 
fully packaged and with an excellent manual. Night 
Mission Pinball will save you money by keeping 
you away from Ihe arcades I 


OUR PRICE £7.95 


GAUNTLET 

THE DEEPER DUNGEONS 

if you have the original Gauntlet 
disk then you will know how 
good Ihe game is and will want to 
extend play with the Deeper 
Dungeons. Over 500 new 
dungeons are here for you to ex¬ 
plore. This is the way to revive 
your interest in Gauntlet and play 
on for many more hours or days! 
This is a data disk only and re¬ 
quires the original Gauntlet disk. 

DISK ONLY 

OUR PRICE JUST £2.95 


RAMPAGE 

It’s rough and tumble all the 
way as you control three in¬ 
credibly nasty characters 
which bear a remarkable re¬ 
semblance to King Kong, 
Godzilla and Wolf-man 
through an orgy of destruc¬ 
tion in Chicago, New York 
and San Francisco. You have 
ISO days of destruction in 50 
different cities. Time for 
same revenge! 

DISK ONLY 

OUR PRICE £3.95 


THE E FACTOR 

The E factor represents The amount 
of time the energy sources on the 
planets in our galaxy will last. Many 
planets need emergency fuel cap¬ 
sules delivered if they are to sur¬ 
vive. You must plot the interplanet¬ 
ary course and guide your craft 
through the quadrants filled with 
obstacles such as space mines, 
alien fighters and spinning aster¬ 
oids, Can you complete a mission 
and deliver your energy crystal be¬ 
fore another planet calls on your 
services? 

DISK ONLY 

OUR PRICE £3.95 


CROSSFIRE 

You arc alone in a deserted 
city surreynded by aliens who 
shoot lasers from every direc¬ 
tion. Your movements are con¬ 
fined but you haven't given up 
If you ere to survive you'll have 
to concentrate on where the 
shots are coming from other¬ 
wise you'll be caught in the 
CROSSFIRE. One of those fair¬ 
ly simple yet highly addictive 
games, 

CASSETTE ONLY 

OUR PRICE £2.95 


ATARI USER TOOLKIT 

New programmers without a disk drive can take advantage of prog¬ 
ramming aids normally the preserve of disk drive owners. The Toolkit 
adds several commands to Basic such as Delete a block of lines. 

Hen umber programs. Change variable names. List Variables, Remove 
all REMs, Convert Hex to dec!met and Print listings to Epson compati¬ 
ble printers. Just boot the tape and all these additional commands arc 
ready to use with your next program. 

CASSETTE ONLY OUR PRICE £2.95 


THE LIVING DAYLIGHTS 

Control James Bond through eight fast and furious levels from Gibraltar to 
Afghanistan and you will encounter the SA5 (friendly), the KGB (not so 
friendly} and enemy neiicopters (very unfriendlyl). Yuur are up against Brad 
Whittaker, International arms dealer and megalomaniac. Nacres, his ruth¬ 
less sidekick killer and Kostikov, the double dealing KGB General, You may 
fall in love with the beautiful Czech cellist Kara, but can you trust her? 

DISK only OUR PRICE £3.95 


AIR RESCUE 

Peace is shattered as the Military Junta moves against the popu¬ 
lar uprising. Civil war rages forcing expatriate Britons into hiding 
to escape the guns, tanks and missiles of the opposing armies. 
There is only one way to get them out... Air Rescuel A cracking 
arcade game based on the classic Chopkifter, Fly your copter and 
rescue your fellow countrymen but don't get shot down. 

CASSETTE ONLY OUR PRICE £2.95 


MONTEZUMA’S REVENGE 

Wherever there's mind-bending mystery, hair-raising adventure and non¬ 
stop action, Panama Joe -is sure to be there, Jn Montezuma's Revenge he 
gets more than he bargained far as you help him Ihrough 100 danger filled 
chambers in the Aztec emperor's fortress. The'stakes? Priceless treasure. 
Finding the necessary keys, torches, swords and amulets is no easy task as 
Joe tries to avoid deadly snakes, spiders and bouncing skulls.. Dieppe?ring 
floors, bridges and laser walls are no picnic either! 

DISK ONLY OUR PRICE £3.95 
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Some new... 


1 

ME ETERNAL DAGGER 

A highly recommended follow up to 

Wizard’s Crown, this fully graphics based 
fantasy role playing game will keep you 
entranced as you battle through the wilder¬ 
ness in search of the enchanted weapon 
that alone can save the folk of Middle 

World. Full of magic, mystery and intrigue 
H|| this is one qf the best adventures on the 

only OUR PRICE £6.95 


SCOOTER 

Scooter need’s your help to get 
through the eight levels of his 
enchanted building. Inventive 
traps and unusual gimmicks 
□bound. Weird sounds have been 
heard from the new building and 
the construction men are 
spooked. What could It be? It's 
your job to move Soooier up 
through the eight levels to find 
the secret- But don't think ft’s 
going to be an easy task! 

DISK ONLY 

OUR PRICE £3.95 


LASER HAWK 

Your Laser Hawk helicopter is 
ready to go, but are you? To des¬ 
troy the five command centres of 
the evil Pro* Ireta, your ship will 
have lo eulfly or blast away its 
incredible defence systems 
which include air cannons, smart 
missiles, falling meteorites, beat 
rays and high level bombers. Eye 
stunning graphics and unbeliev¬ 
able non-stop action make this 
game a winner! 

DISK ONLY 

OUR PRICE £3.95 


KNOCKOUT 

BOXING 

Challenge for the Heavyweighl 
Championship of iha World by box¬ 
ing your way p.ist nine progressive¬ 
ly more 4kFHul opponents. You will 
need speed and skill io dr-liver body 
weakening stomach punches, 
points scoring head Jabs or deadly 
upper cuts. Your must remember to 
keep your guard up or the rcfnrrr 
will Boon be counting you out. 

CASSETTE ONLY 

OUR PRICE £3.95 


JUNO FIRST 

A. Taat and furious space mhnni 'em 
up tra-Tlslated From Konaml'; rfjrprly 
arcade machine uf Iht same name. 
Dozen b or a Han draft will attack 
from all aldea and you must he 
quick to blast them away and earn 
your bonuses. IT you reel! Itiat you i 
nrn going to die then you can take 
the- last resort and warp away 
through a kaiald-oscopa of ecluur. 
Similar to invaders, this last shoot 
'em up will appeal to soy arcade 
game lanalic. 

DISK ONLY 

OUR PRICE £3.95 


DECISION IN THE DESERT 

Take command at the Battle of El Ala- 
mein. You can lead either side in this 
accurate simulation from the creators 
or F-i5 Strike Eagle 

CASSETTE 

OUR PRICE £5.95 


MIG ALLEY ACE 

An serlaF combat simulation sal in 
Korea wilfi 3D graphics, cockpit in¬ 
strumental ipn, diffarani skill levels and 
much more 

DISK 

OUR PRICE £6.95 


EXTRA CASSETTES 

WE HAVE A NUMBER 
OF OTHER CASSETTES 
BUT ONLY IN SMALL 
OUANTmES 
-PLEASE PHONE 


BLUE MAX 

iyeryona must have heard of this 
World War Two 3-D flying gam*. We nd 
longer have the ROM cartridge but Ihla 
classic can be yours on disk did cheap! 

DISK ONLY 

OUR PRICE £2.95 


some old... 


BATTALION COMMANDER 

■ An exciting real-time tactical game with you as 
lieutenant colonel in charge of an entire 

MM armoured battalion. Choose from five different 
scenarios from a training mission against a 

Soviet lank battalion to tough assignments 
against the Chinese. You can adjust the relative 
strengths of your forces and the opposition and 
choose from 40 different terrain maps and five 
different scenarios. Enough variety to last for 
years! 

CA onl7 E OUR PRICE £4.95 




THE COUNT 

One of Scott Adam's famoi 
graphic adventures in whit 
you awake tn an antique bras 
bed in a dank, desolate castl 
it soon looks like you a 
going to meet a certain tootf 
Transylvanian Count who got 
by the name of ... DraeulaE W 
you escape or become one 
the living dead? An adventu 
with full graphics, modera 
level for ages 10 to adult, 

DISK ONLY 

OUR PRICE JUST £2.95 

BALLBLAZER 

IS 

The year is 3097 and you are the 
contestant in the most cornpeti- 
tive and by far the most popular 
re sport in the universe. Jump Irm¬ 

ly ' mediately into* head-to-head Ba¬ 
ja tlon against a friend or hone your 

ill skills against a selection of 

of Droids. Either way, you're in for 

re the match of the century! Excel- 

t e lent graphics and spill screen ac¬ 

tion have mads this one of the 
Atari classics. 

DISK ONLY 

OUR PRICE £3.95 




TRIVIAL 

PURSUIT 

The claisit board game 1'anslBtE 
to the Atari with added questlc 
power. Mow you can answer quo 
lion* presented with music an 
graphics a* well .-is straight text, fl 
Ideal family game dr one you os 
play on your own. Over 3,&on qua 
tipns and nil the mechanics or IF 
flame taken core of by the comp 
ter. Trivia has ngvpr been so muc 
fun and baa never t-ren pvaHab 
before at this price! 

DISK ONLY 

NOW ONLY £2.95! 

PANZER 

GRENADIERS 

Kf in mis axcHIng SClttsire wargame yam 

:,n make the- decisions fur a regiment pi 

K- Ihfr *litv armoured infanlry attached to 

d the Pamer Grenadiers. Your fOrC-fetf 

U 1 also Include mortar, artillery, Panzer 

n IV. Panther and Tlgpr uplttt. The Rui- 

s . =lan enemy 1* directed by the enmpu. 

I,. lor which Will fiercely challenge you 

y, Wllh lla Own tjmplemenl of Irvfpntry, 

IflUkS arid anti tank gunr,. Three levels 
^ Of difficulty, Joystick control, hl-res 

graphics, 

DISK ONLY 

OUR PRICE £7.95 



COLOSSUS CHESS 4 

Claims to tre The best chess program of 
all, "The writers of Sargon Mil 'would dis¬ 
agree, but thorfl is no doub this is a fine 
chess Simulation particularly for adv¬ 
anced players 

CASSETTE ONLY 

OUR PRICE £3.95 


FS2 SCENERY DISK 

WE HAVE A LIMITED 
NUMBER OF SCENEB1 
DISKS IN STOCK 
AT £9.95 EACH 
- PLEASE PHONE 

£ MAKE 

COMMITMENT 

BUY 

SOMETHING EXTRA 
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/ItMultl&lc 


GAMES 


ZAXXON 

One of (he sail lime classics tor the Alan, Zaxxon set 
new standards with its unique 3 dimensional battle 
field- and great graphics 

DISK/CASS OUR PRICE £2.95 

TAIL OF BETA LYRAE 

Our A-Z of Atari Software senes says 'The ultimate 
'Scramble' clone with superb graphics and music.' 

A great horizontal scroller 

CASS OUR PRICE JUST 95p 

FIGHT NIGHT 

Fight Nighf brings you all the ihrills of the boxing 
ring as you face the most brutal fighiers ever in five 
separate cattles, 1/2 players. 

ROM OUR PRICE £7.95 

SPEED HAWK 

One of Atari's last games for Ihe H-bil can now be 
yours at budget price' A smoothly scrolling arcade 
game in which you must defend the ring worlds of 
your solar system from pirates. 

CASS OUR PRICE £2.95 

PANZER GRENADIER 

A wargame of German atmouned infantry on the 
Eastern Front. Five historical simulations, skill 
levels. joystick control, graphics 

DISK OUR PRICE £7.95 

NIBBLER 

Slicking through an unknown land Nibbler finds 
himself in an iridescent world of constant change. 

As time grows short his body grows longer and he 
tisks running into himself. Can he survive? 

DISK OUR PRICE £1.95!! 

JINXTER 

An adventure from Magnetic Scrolls, the team that 
set new standards in adventure design Requires 
1050 or XF551 drive 

DISK OUR PRICE £7.95 



LANCELOT 

Level 9 recreate the time of wizards and the 
Knights of the Round Table in a three part adven¬ 
ture spanning the complete saga of the quest for 
ihe Holy Grail. Superbly researched and superbly 
written this text adventure is full of atmosphere and 
highly recommended. 

DISK OR CASSETTE 

OUR PRICE £5.95 


ZORK 1 

One of the most famous adventures of all time. 
Classic Intocom in the original box and packaging 
A real bargain! 

DISK SUPER PRICE £2.951 

US FOOTBALL 

American Football is now a big craze in this country 
and you car now play at home. Outsmart the 
defence, make tackles, select plays and more. 

ROM OUR PRICE £7.95 

EASTERN FRONT (1941) 

The classic war simulation by Chris Crawford that 
astounded Atari users when it was released. Based 
on Operation Barbarossa on the border of Russia. 

ROM OUR PRICE £6.95 

SUPER BREAKOUT 

Breakout was the original simple yet totally ad die 
live game and this enhanced version wilt provide 
even more addictive fun. Needs paddles. 

ROM OUR PRICE £3.95 

ONE ON ONE 

Play basketball with two of America's top players in 
this great sports simulalton which features realistic 
offensive and defensive moves 

ROM OUR PRICE £7.95 

CAVERNS OF MARS 

Winner of one of the first Atari prog ramming com 
petitions, this was one of the first vertical scrollers 
and remains much sought after - LAST FEW WITH¬ 
OUT BOX BUT WITH FULL ORIGINAL MANUAL - 

DISK LOW PRICE £4.95 

MAXWELL’S DEMON 

A simple yet challenging puzzle game which will get 
you totally addicted. In fact two games m one (nr 
double the fun 

DISK OUR PRICE £1.99 

MR ROBOT & HIS 
ROBOT FACTORY 

One of the most famous platform games that has 
you running and jumping over everything m sight. A 
really classy game 

DISK OUR PRICE £1.95 



APPLICATIONS 


LETTER WIZARD 

For those who need a little more sophistication in a 
word processor, Lettor Wizard gives you all of the 
features you would expert 

DISK NOW ONLY £5.95 

INVITATION TO 
PROGRAMMING 2 

Entitled Writing Your Own Programs, comprises 
TWO casselles and TWO workbooks and does not 
require invitation To Programming 1 

CASS OUR PRICE £2.95 

MUSIC PAINTER 

An exciting educational program that helps to teach 
music by using colours instead of notes. For chil¬ 
dren or adults alike 

DISK OUR PRICE £7.95 

BASIC CARTRIDGE 

Some programs, especially some early public do¬ 
main programs won't run on the XL/XE but they will 
if you plug in ihe old version of Basic. 

ROM OUR PRICE £3.95 


EDUCATION 


JUGGLES RAINBOW 

A first computer experience for children aged 3 to 6 
that leaches Ihe concepts of above, below, left and 
right plus letter recognition 

DISK OUR PRICE £5.95 

JUGGLES HOUSE 

Another for 3 to 6 year olds teaching the concepts 
of inside, outside, uppor and lower with Juggles' 
House and Toyshelf. 

CASS OUR PRICE £5.95 


BOO 



EASY PROGRAMMING FOR 
YOUR ATARI MICRO 

This book went out ol print 3 years ago and wo 
have been searching for a replacement ever since. 
We are ab&olulsly dol.ghted to have found more 
slocks of one of the best beginner's books ever 
published. 

REDUCED PRICE £4.95 

ATARI ADVENTURES 

An excellent book written by adventure expert Tony 
Bridges covering adventures in general and show¬ 
ing hew you can write your own adventures . 

OUR PRICE £1.50 

WRITING STRATEGY 
GAMES 

If you are fed up wilh simple arcade style games 
but are not sure of tho maths required in writing 
'thinking' games like chess here is a bock that will 
help you cut. 

OUR PRICE £1.50 


ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
TELEPHONE ORDERS ACCEPTED ON 07 85 213923 USING VISA, ACCESS or SWITCH 
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FOR SALE 


XE SYSTEM: 130XE plus 1050 
drive Epson L*600 printer (little 
used), pnnter Inl&riaKte, also 14' 
CQfeiur TV. Plus Mini Office II, Atari 
Planetarium, several copies o! 

New Alad user with disks, mostly 
still wrapped. As well as Ihese 
there are two small black computer 
Stenrfs and some Other oddmanls - 
all lor £225. Tel. Ron cm 0440 
6300-2 

600XL SYSTEM: 000XL. XC12 
tape deck, I B games lapes ana 2 
programming books, all m good 
working under £25 plus £5 p&p 
unless collected Phone Charles 
on OBI 462 547$ day or evening 

GOOD HOME WANTED: BOOXL, 
1050 'Happy' disk driva, 650 inter¬ 
face, drawing lablet, ions el SOU 
ware titles, mags inducting PAGE 
5 no® 1 25, MONITOR. ANTE, 
COMPUTE, AT API I USER, ACE 
etc. (piles of each), loads ol books. 
TNs & the deal Of the canlury! Any 
offer considered Contact 0521 
By 1074 (as* for Kim] 

XL SYSTEM: BOOXL computer. 

1050 disk drive with 5$ disks, 

£126. As new $5$ Inlgriace with 
manual, power supply, printer lead 
tof Centronics type primer, £50. 
Original software - Wargeme Con 
atruction Set, El 2 Time & Magik. 
MawkquesL, Maths Blaster and 
Yford Attack, £10 each. Too much 
to list, Tei. 0673 @43421 and ask 
lor Dave 

0OOKS,'SOFTWARE: The Con¬ 
cise Aten ST6OQD0 Program Tier's 
RelOrOnCO Guide by K. Peel. £9; 
Microsoft Write WP, £5, K-Spiead 
□ . £io; Fig Stealth Fighter, £10; 

Fl Grand Prix, £10: Manulator, £5. 
All plus postage, all with original 
docs etc. Wole to Pauf, 17, Spring 
Road, Clifton, Shfifford. Baas 
SGI 7 5RE 

xe SYSTEM; One upgraded 

(256k) 130XE computer complele 
with Cables and psu and jayslick. 
One upgraded 1050 disk drive 
(pseudo Happy fitted) complete 
with cables and psu and write prc- 
lect/disable switch One black and 
white monitor (as new) One Micro- 
Ime B2A printer plus 'Xetec' printer 
interface. Several Aten manuals 
and books. P*U 3 minimum 100 
disks Ol soriwarc giving campre- 
hensivB coverage Also dowme 
relation. £300, Ptxme Dduk (0637) 
0,77739 (Newquay) 


XL SYSTEM: BCOXL. XC12 Dala 
recorder, joystick plus magazines, 
manuals die plus Over 130 games- 
on cassette, mastfy in original 
hexes - C$0 o.fi.d, Phone Loods 
0532 505499 

COMPLETE SYSTEM; S00XL, 
1050 disk drive wdhi US OoublW/ 
spa dados Upgrade, XG12 recorder 
(faulty), 1029 printer, all leads and 
manuals supplied, Lots Ol software 

on task, cartridge and cassette in¬ 
cluding Mini Office II, FSII and 
much mere. Also back issues of 
Atari User and Page 5, many 
bOdfS und 2 joysticks. £160 c n.o. 
inc. poslage. Will Ihrow in a Mic 
rqprint interlace (£31 95) lor free. 
No spfHs. Richard Keogh, 2$ Au¬ 
burn Heights, Alhlpne Co, WOSt- 
meaiti, Eire 

CLASSIC ATARI SETUP : SO0XL, 
XF61, XC12. Centronics printer 
cahle w*lh interface, All power 
packs, DOS 2.5. DOS XE, 

MYOOS, Mini Office II, Alan Tool¬ 
kit, AtanWrrter, Turbo Basic ar*d a 
number Ol Pago C disks. Various 
manuals. £l2S. D.G. Shipley, Tel 
0$2l 7$7747 (Essex) 

DRIVE ETC.; 1050 drive fitted with 
Happy ftaser) enhancement, 

BOOXL with Centronics printer in 
terface lifted internally. Omnimcn 
machine code monrior chip fitted 
Onginal packaging. £130 Tel, 

0525 420702 IMaCClKTlSltfl 

CASSETTES,'MAGS: I have a 
dumber of cassettes, magazines 
and books lor swap dr sale, I might 
havO just what you want. 'Affile to 
J Adams. 42 Upper Craigour, 
flosemgijnt EsL Edmburah EH 17 
7SF 

ATARI SYSTEM; 8O0XL, XF551 
disk drive with 20 original bOnSd 
games and a qusfltly Of Page 6 
library disks, 800 48k compuler, 

102O printer, 410 cassette deck 
wdh $ games, iCD Printer inter¬ 
lace. paddla Controllers, De Re 
Atari manual, large quantify pi 
PAGE 6 and Alari USG» maga¬ 
zines £125. Buyer collects or pays 
postage. D. Naylor, t47$l 
Andrews Road. CoulSdsin, Surrey. 
Tel 001 660 2610 

XL SYSTEM: Two 6QQXL ana 
1050 disk drive systems, one wilts, 
integral primer interface. Both sys- 
ic-ris Complele with ail cables, 
manuals and bosfed. Oder includes 
joystick and some software El CO 
each system. Tel. Macclesfield 
(0625) 501 534 


6O0XE SYSTEM: 60OXE with 1050 
disk drive with LazOr and US 
Doubler, brand new printer never 
used, touch tablet, game® car¬ 
tridges, hundreds ol games on 
disks, blank disks lots of did 
PAGE 6 magazines C300 O.rt.O. 
Phone (0203) 222114 after 6pm 

$*0XL SYSTEM: BOOXL keyboard 
with 1010 recorder and joystick, 
complele with all original leads, 
manuals etc and boxed All liko 
new. very light uSC by one adult. 
£50 o.n.o. Tel Eastbourne (0323) 
726022 day,''evening 

SURPLUS EQUIPMENT: Alan XE 
plus 1050 diskdrive, £00Inc post¬ 
age o n.d, 60 budget cassettes fin 
0 case). E6G inc. pflp o.n.o.; 40 full 
price software disk®. £3 - E5 each 
(less where appropriate) or £14G 
for all 40 (Inc. pfl.pl; PAGE fti'NAU 
issues 27 -62, 50p each PLUS 
pflp. PAGE 6,'NAU issue disks 34. 
30 and 41 - 63, £20 inc. pflp for all 
25: Various books (De Re Atari. 
Mapping The Alari frlc.), £10 each 
inc, pflp. Open la offers on every¬ 
thing. Ring YORK (0904) 702416 
(4 - 6pm Mon to Fri, any time 
weokonds). Ask lor Matt. 

VARIOUS: Atari 5203TFM. £90; 
Atari 520ETE. EflGb; Aten 406. 

£25: Atari BOO, £40; Atari BOOXL 
(no PSU) with DataDOnJOr, £45. 
Alari 130XE witn Datacorder, £0O; 
Atari 1050. £65; Alari XL/Xi 30 
caJumrtfC&ntrdnics interface, £25: 
Trakball, £B. Also bocks, cable and 
Connectors (which I oen make inlo 
full cables if reaulted (not ribbon)). 
Most items come with extras and 
all are in good working order, 

Prices incMfe postage. Tal. Martin 
on Yeovil (QQ3G) 25974. t'm not 
leaving tne Atari scene, I'm keep 
ing my 104OSTfc and hoping to gel 
a Jaguar and possibly Lyme. Also 
wanted cheap 256k SIMMS and 
upgrade STE's or 1 Meg SIMMS 
Not interested iri PC standard fast 
SPMMS with parity, cheapo slow 
non-parity SIMMS will do. Lastly 
buy ‘Fronlier Elite 2' for your 1 
Mfcy STi'E. I've seen Ihe? Amiga 
version and Ihe ST vision should 
be even betler 


WANTED 


SHANGHAI and TAf PEL Also 
any clones of the same except 
Gemini and 2andOT Must be suit¬ 
able for BCOXL and 1 DSC. Please 
stats price. Adrian F Lines, The 
Hollies, Heme Common, Hems 
&ay, Kent CT6 7LA 


INSTRUCTIONS: Wanted for cas¬ 
sette versions of Wight Mars (in¬ 
cluding loading Instruct ions) ard 
Ricochet Also a working 1050 
drive ana software wanted J 
Adams, 42 Upper Crai^Our Pose- 
mount ESI., Edinburgh EH 17 7?F 

LOTS OF STUEFf: The following 
wanted: 850 Interface handbook'' 
manual 1050 service manual. 

Ala/i Tech. Ref, Notes: inslructicns 
for Kennedy Approach; Superscript 
Disk (own got damaged) - manual 
nol required; cartridge For Action 
Tocftil, cartridge for MAC,.'65 Toot- 
kil; Inside Alan fiasic; Basic Refer 
ence Manual; Electronic Computer 
Projects; 101 Tips and Tricks for 
Atari Computers; Super Arch iver II: 
Touch Table) . Trakball. Leader- 
board Golf; Atari Aces; program 
which enables a-tnl Atari to b<i 
used as security syslem; Invilalion 
to Programming 1; Colossus 4 
Chess on disk; Mickey in The 
Great Outdoor®. Lap*S Philo- 
EWphorum; De Re Alari (updaled 
'version). Piease slate prsce® CK 
c-an exchange hooks, disk®, carts 
etc. R. McGraih, 41 Belvedere 
Place, Dublin 1, Eire 

BOOKS; Has anyone got a ccpy 
oF Ihe books MATILDA THE COM¬ 
PUTER CAT and/or SCHOOL 
DAYS (both published by Creative 
Pastimes). If you can help please 
wrhe with pnee details 10 Kevin 
CtXJke, 36 Buddie Lane, Et. Thc- 
mas, Exeter Devon EX4 1JH or 
let. (0392) 43119? 

DISK DRIVE: Wanteo, XF$$1 disk 
drive wrlhi lead® etc.. (miSl be 
reasonably priced and in excellent 
working order. Also wanted all 
Alari 0OOXL05XE disk, tape and 
ROM games software collections. 
Also SoftScan's Alchemist tape ft> 
disk transfer utility |i you can help 
with any Of Itie above pease call 
Oxford '0965) 773266 

MANUAL: Manual ter Ihe 6GXE 
wanted, to purchase or loan for 
photocopy. Tel. OBI $$1 0069 


MANUALS,'LEADS: Manuals and.' 
or leads for the (Mowing needed: 
Atari 1O50 disk drive. BOOXL com¬ 
puter and 1Q2S printer or where to 
gBt hold of them please London 
area. Phono Dick on 071 5Bb 0251 

WANTED: The ASserribler.'Edilcr 
cartridge Gcod price will be paid. 
Contact Steve on (0037) 095605 
(any suniSar programs On disktoas- 
sette OOnsidersd) 


PEN PALS/HELP 


HEW USERS: Hi, our names are 
Richard (15), Stephen (13). Martin 
(1 2). Sum (9) and Kay (6). Our 
auntie has given us our cempul&f, 
We are ab*e 10 us* her softwate 
which is en both disk and cassette 
and would like 1o hear Irom Other 
user® for swaps and help. Please 
write to us • Adams. 42 Upper 
Craiqour, Rosemcunt Esl. Edict 
burgh EH17 7SF 

BASILDON: Any Atan $-bitt§r in 
Basildon area to pul heads 
together, Swap iipsiideas elc.? 
Phone Mick on 026B $$4901 

SPANISH CONTACT: I own an 
BOOXL with 410 cassette and t050 
disk dnve I would like to make 
conlact wilti olfier users from 
everywhere. Also PAGE $, ANA¬ 
LOG and similar mags wanned. I 
also need SOmo help an some 
games - Cloak of Dealh, Pdtbdle 
Pete and Space Lob®SerS Please 
write tb Igrxacki Montoya c) B 
Greco, 9, 03016 Afieante, -Spam 

CONTACTS WANTED: t am a 
long time Classic user ol 11 years 
wrlh a large ®elup and interests in 
games and hardware. And has 
anyone got or have knowledge of 
a Hard Drive interface- AH tepkes 
gratefully received. Phene or write 
to B-mdCf France, 10 Beaton Close 
Wlllenhali Wesl Midlands WV13 
2BQ. Tel 0002 634332 


CONTACT is FREE of charge and may be used by any 
genuine Atari enthusiast for cantacLing other owners, Any 
notice may be Included eriecpt those offering software uniy 
for sale or exchange or those offering items for sale com¬ 
mercially, The Editor reserves the right to Omit or edit any 
notice received, at his discrcsi-on, If space it tight* notices 
may he shortened and addresses may be omitted with only 
telephone numbers being published. 

Send your CONTACT notice to CONTACT, PAGE 6, P.G. 
Box 54, Stafford, ST16 1DR. Please write your notice on 
a separate sheet of paper, not as part of a letter. 


FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HE, 


STILL SOME DUST COVERS LEFT 

AT ONLY £2 each! 

We still have quite a few dust covers left for the less common equipment, so this is 
your chance to get it covered for nominal cost* We DO NOT have covers for 800XL, 
XE models or 1050 drives but you may be lucky with the older models of computers, 
drives and cassettes. We DO NOT have covers for Atari printers or Citizens but you 
might be lucky with Epson, Brother, Panasonic and Star printers and one or two 
others. Give us a ring and we’ll tell you if we’ve got the cover you want 

PHOJVE PAGE 6 OJV 0785 213928 - they CAN’T LAST FOREVER! 
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BACK TO 
BASICS 

A fter completing the Making Music article for the last 
issue I suddenly felt guilty about how much I now 
assume the reader already knows about MIDI arid 
electronic mu sir making. There must be many people Just 
starting to use, or considering using, their Atari computer us a 
music production look who need to loam, about the subject 
from scratch. It’s nearly five years (yes, really!) since [ wrote 
Uie original MIDIoL’s Guide series of articles aboui MIDI so, 
like John Major. I've decided it’s time we went back to basics. 
Over the next few issues 1 intend to took at MIDI again, 
starting wilh (he basic concepts then moving on to consider 
how you can begin using your computer to help Fulfil your 
musical aspirations. 

Let's start with considering WHY you’d want to use a compu¬ 
ter for music making. Alter all, musicians have managed 
perfectly well for centuries without one, so why start now? 
Well, the computer has evolved into a marvellous general 
purpose tool for the musician, so why not use one if it can 
help? Il can provide musical education; help compose new 
music; provide assistance wilh musical arrangements; gener¬ 
ate accompaniments; print out sheet music: and even record 
and playback complete musical works. 

Most of this would be impossible without the parallel evolu 
tlon of electronic musical instruments such as MIDI equipped 
synthesisers and their domestic offspring the "portable 
keyboard" (aka "home keyboard"), as produced by Yamaha and 
Casio. Tlie synergy resulting from the combination of compu¬ 
ters, electronic instruments, and MIDI caused a revolution in 
music making that’s still in progress today. Unbelievably, Atari 
were probably the catalyst thaL caused the explosion in MIDI's 


John S Davison's 
regular guide to 
music making 


popularity. They fitted their computers with the hitherto mis¬ 
sing. essential link between the computer and electronic In¬ 
struments. I'm talking about the ST's MIDI ports, of course. 

MIDI’S ROOTS 

So, what is this MIDI thing and why is it so important? To 
answer this IcL’s look at where MIDI came from, and start 
learning some of its arcane Jargon as we go. MIDI is an 
acronym for Musical inslmment Digital Interlace, and it was 
originally designed in the early 198G’s as a standard way of 
connecting together electronic musical instruments from diffe¬ 
rent manufacturers, so you could control and play the sounds 
generated by one from the keyboard of another - as long as 
they were both MIDI equipped. 

The "Digital" pari of the name refers to the method used to 
send the control commands between instruments. They take 
the form of electrical pulses, each of which can he considered a 
binary’ digit:, or "bit", with a value of zero or one. For transmis¬ 
sion and storage purposes MIDI packages these pulses 
together in groups of eight to form a "byte'" - a master slroke on 
the part of MIDI's designers, as this is one of Lhe basic units of 
data storage used in computers. 

The MIDI Standard defines the pulse/blt pattern generated 
and transmitted when an Instrument performs a given action, 
and hence the bii pattern in the byte used to represent it. 
Similarly it specifics the effect that value has on an instrument 
receiving it. In other words it defines the language (or ‘pro¬ 
tocol") used by (he Instruments to communicate with each 
other. 

Communication between two MIDI instruments takes the 
form of MIDI "messages”, and each message usually consists of 
one, two, or three bytes depending Oil its type, The first byte la 
usually a " status byte”, which tells the receiving instrument 
what action to perform. The rest are "data bytes", providing 
more detailed information about the action. 

To illustrate the principle, let's consider what happens when 
you press a key on a MIDI keyboard to play a note. The 
instrument generates a MIDI message consisting of a status 
byte and two data bytes in this case. The status byle contains 
a value defining il as a "Note On" fi.e, start playing} command. 
The first data byte specifies which note to play (l.e. its pilch), 
and lhe second one how last the key was pressed {1-e, its 
"velocity", which can be Interpreted as bow loud Lhe note 
should be played). The three bytes are then transmitted out 
through a MIDI port on the keyboard, along a MIDI cable 
which is plugged into it, and Into a MIDI port on an instrument 
on the other end of the cable, which (hen receives and acts 
upon them. If sal up correctly il immediately begins playing 
the specified note using its own sound generating circuitry’ at 
the specified volume. When you release the key, a "Mote Off" 
command is transmitted in similar fashion and (lie attached 
Instrument stops playing the note. Simple really, isn't It? This 


56 


Issue 66 - New Atari User 























































is just one type of MIDI command* Lhcre are lots oi others as 
we'll see later. 


THE INTERFACE 

The "transmit" and receive'' actions reflect the "Interface" part 
of MIDI, An interface is simply a boundary between two things, 
in this cast two electronic musical instruments. It has two 
main properties* namely the language used for communication 
across the interface [as discussed above) , and the physical 
means of achieving the transfer. The latter includes the elec¬ 
trical characteristics of the communication link* and She speci¬ 
fication oJ plugs* sockets, and cables used for the connection, 
MIDI uses a serial link, In other words* the individual bits 
making up each byte an a MIDI message are seriL between 
Instruments one alter the other as a stream of bits via a single 
wire, The receiving Instrument reassembles the bit stream 
back into bytes prior to Interpreting them as MIDI messages. 
This method was chosen as it costs much less to implement 
and is simpler to use than a parallel transmission system, 
where all eight bits would be transmitted simultaneously using 
eight separate wires* The only potential snag is the speed of 
the link - it has to be last enough to handle the data transfer 
without perceptible delay, The MIDJ Standard requires that 
data will be transferred at a rate of 31,250 bits per second, 
which is more than adequate for most users. 

Originally there was a choice of plug and soeket types used 
for connecting instruments* but the industry pretty quickly 
standardised on just one - the infamous “five-pin DIN" series of 
connectors as found In many hi-fi systems. For full MIDI 
facilities each instrument needs three DIN sockets, usually 
labelled as MIDI IN, lor Incoming MIDI messages; MIDI OUT, 
for outgoing messages; and MID] THRU, for onward transmts 
sion of messages received via MIDI IN. 

Connection between instruments is achieved using a MIDI 
cable, which has a live-pin DIN plug on each end. Only Lhree of 
the pins are used in MIDI applications (the middle three), so 
It’s unwise to use ordinary hi-fi DIN cables for MIDI as the pin 
connections may be unsuitable and cause problems. It's safer 
to buy proper MIDI cables from your local musical Instrument 
shop. 

"Hie simplest MIDI connection Is between a pair of instru¬ 
ments, allowing the sounds oflnstrument B to be played from 
the keyboard oflnstrument A. In this case you'd connect a 
MIDI cable from the MIDI OUT of A to the MIDI IN of B - and 
start playing. Transmission is ONE WAY ONLY, *so If you also 
want to reverse the process and play A’s sounds from B’s 
keyboard without having to mess around reconnecting the 
cables, you'll need another one-way connection, this time from 
B's MIDI OUT to As MIDI IN. 

That accounts lor the IN's and OUTs, but what about MIDI 
THRU? Its function Is to allow you to connect additional 
Instruments Into your system. Continuing our example above 
you'd connect a cable between the THRU soeket of Instrument 
B and the IN socket of Instrument C* a process known as 
“daisy-chaining". Then any MIDI messages arriving at B's IN 
socket would also get forwarded via its THRU to C's IN - and 
may be actioned by C as well as 13, -So, from A’s keyboard we 
can play both B's and C's sounds. This process can be repe¬ 
ated with additional instruments, and al] their sounds would 
be accessible from A's keyboard. 

d ddltlonal instruments, and all their sounds would be acces¬ 
sible from A's keyboard. 


MIDI CHANNELS 

In the above scenario all the instruments would play at the 
same time, and we might not want that. Wouldn't it be nice if 
we could "aim 'MIDI messages so we could play selected notes 
on a specific instrument? Well, we can - using MIDI’s "chan¬ 
nel" concept* 

MIDI has 16 transmit/receive channels. Essentially these are 
just number tags added into the status bytes of MIDI mes¬ 
sages, A MIDI instrument can be set to Insert a given channel 
number into each status byte it generates, and is then set to 
transmit on that MIDI channel. Instruments may also be set to 
receive and act only upon messages containing a given chan¬ 
nel number, and to totally Ignore all others. In die example 
above if instrument A was set to transmit on channel 1, B set 
to receive on channel 2, and C to receive on channel 3* then 
when A's keyboard is played only A's sounds would be heard 
(assuming A always sounds when its keys are pressed). Hi and 
C would ignore the messages, as they're all tagged for channel 
1* If A's transmit channel is then changed to channel 2 . then 
you’d hear A's and B's sounds. If it’s changed to channel 3 
you’d hear A's and C’s sounds. Get the idea? 

It's possible to transmit a stream of messages on different 
channels,, and even though you can use up to 16 channels all 
the MIDI data still goes down a single cable. The message 
filtering Is handled electronically by each instrument, allowing 
each one to be played and controlled selectively. This Is one of 
MIDI’s cleverest features* 

I ve actually simplified the description above, as some ins In j 
merits can operate in any oi several MIDI ’modes" which affect 
the number of channels they receive on. N'*s an unnecessary 
complication for now* so I'll come back Lo it in the next issue 
when we look more closely at MIDI instruments. 


THE COMPUTER 
CONNECTION 

We've already noted that MIDI messages use a similar form of 
data representation to that used fay computers. Why don’t we 
fit MIDI sockets to a computer and connect It into a MIDI 
system? We could then run software on it Lo read and record 
MIDI messages from an attached keyboard, store them, and 
transmit (hem back later so the computer could "play' the 
attached instruments. These were ALari's thoughts when de¬ 
signing the original ST. which was launched with MIDI ports 
fitted as standard, and have remained a unique feature of Atari 
computers ever since, 

An explosion of MIDI equipped electronic music hardware and 
music related software followed which brought undreamed of 
creative possibilities to the world’s musicians. In fact, it went 
further than Lhis, because it soon became apparent that you 
didn't need to be ahte to play an instrument in the traditional 
sense to make exciting music using Lhese new facilities* But 
that’s another topic for later discussion. 

That's all lor now* In the next issue well have a closer look at 
the different MIDI commands available, and how MIDI hard¬ 
ware and software uses them. 









































































ADVENTURE 






E arly fast year the Shareware 

scene was treated to a wonderful¬ 
ly humorous, off-beat. graphic 
adventure game called Grandad and The 
Search for the Holey Vesl in which ail 
unlikely hero wandered around his 
house looking for his vest. Now we have 
Grandad 2 and another treatf 
Boot up the disk and, in cinema style, 
the message is displayed "JUST WHEN 
YOU THOUGH IT WAS SAFE TO WEAR 
YOUR STRING VEST HE'S BACK ... 
BUT THIS TIME HE’S MEANER ... 
TOUGHER ... SMELLIER! ... HE IS 
GRANDAD ... AND HE !S A MISERABLE 
GIT!'. And ho Lhc tone of humour is set, 
and if this tickles your funny hone you 
can look forward to some wonderful com 
merits throughout the game. 

After t he intro. Grandad gets out of his 
wheelchair, his trousers fall down, arid 
he falls Oat on his face. Unperturbed he 
climbs aboard his motorised trike, tn his 
underpants, and proceeds to the park. 
Somewhere in the park lie lias lost his 
sandwiches and he needs to find them as 
he is getting peckish. With your help, 
perhaps he will. The sandwiches arc 
actually In Funland and you won't get in 
without registering, but there is a great 
deal of fun to be had in the park first 


with quite a few loca¬ 
tions to explore and 
people to talk to be¬ 
fore you need to 
register. 

Grandad firsL 
appears outside the 
toilets and. sure 
enough, you can 
trundle him into the 
Gents, and the 
Ladies, to read the 
Graffiti on the walls! 

A great opportunity 
for you to discover 
What'S in the toilets 
you are not normally 
allowed into! With 
this dubious pleasure over, Grandad cun 
zoom off to find people to talk to. Every¬ 
one you find will be rude to Grandad, but 
Grandad can hold his own. As often as 
not he’s the one to start the abuse! 
Almost every exchange is humorous with 
plenty of Monty Python thrown in as 
when Grandad meets a foreign tourist, 
and says Tlease fondle my buttocks'! The 
foreign tourist presents one of the first 
problems as he asks Grandad to take his 
pic Lure. Doing so gains you your first 
points but then giving the camera back 
proves to be a ml her tricky problem. 
The tourist turns out to be a nasty 
piece of work and wilt stab you 
when you give the camera back 
causing the game to be over. If you 
leave the scene with the camera, 
however, the police will be called 
and you will find yourself down the 
local nick with the game over. 

Tricky! There are plenty of other 
ways to die but instead of having to 
start over again, the clock is just 
wound back a few moments and you 
can play the scene again. Wouldn't 
you just love it If all adventures 
were like that? 

If you do manage 
to get away then 
you can have a 
nice conversation 
with the local 
policeman but, of 
Course, being 
Grandad you are 


likely to make some silly remark like 
'Cor, there's a smell of pork around here'! 
Further along you can meet a fisherman 
who threatens to ram his rod down your 
throat and a Lramp who's too drunk to 
really care. Grandad treats them all the 
same and doesn't make it easy lo find 
someone to help him in his quest for 
those sandwiches. 

Control is entirely by joystick with set 
choice actions, which can Increase the 
difficulty in several situations as you 
can't always do what you might want. 
Conversations arc all by multiple choice 
selection wiLh appropriate answers but 
once you have acted, a suitable alterna¬ 
tive response is given next lime you talk 
to the same person. Games can be saved 
and loaded so you can carry on where 
you left off, if life in the park gets too 
trust rat ing. 

The graphics are top class with every 
scene drawn to perfection, and with 
sound effects ranging from the engine of 
Grandad’s trike, Lo birds chirping, the 
click of a camera and more. Grandad’s 
trike glides smoothly about arid lhc 
whole game conveys a truly professional 
approach, This is one of the few share¬ 
ware releases where you will not beg¬ 
rudge having tn register to see the rest of 
the game. 

Without doubt Grandad 2 is one of the 
best shareware releases of all time and 
one which gives you plenty of scope be¬ 
fore you need to register. I (only they 
were all as good as this. 



GRANDAD 2 is available as shareware from 
PAGE 6 on a two disk set Jar just £2.50 (£l ,95 
for members of the PAGE 6 ST CLUBj, The 
registration fee is £8 and luorth every penny! 
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ST software 



P inball, face the facts, is coming 

back in favour of the space invad¬ 
ers machine. Now it's hit the ST/ 
5TE in the guise of Pinball Magic from 
the re-release of the f^orlclels game on 
the KIXX budget label. Basically you 
have 12 tables that have to be completed 
by collecting the Letters in the light order 
and then tlying, and 1 stress tire word 
trying, to go through the exit al. the top of 
the screen to the next level. The game is 
fast and uses I he keys for the flippers 
and ball release. The Instructions for the 
games keys are a little wrong hut a little 
experimentation will help you find them. 
The game allows you to play a two player 
game by alternating at the keyboard. 

The sound effects are of the normal 
beep, bleep and warble chat you might 
find on the average pinball machine. 
There aren't any of those flashy tunes 
that you get when you play the real 
machines that are themed. The graphics 
on the back of the box for the ST make it 
look like it might have Commodore 64 
graphics but you are comforted by the 


real graphics which are 
very close to Lhc Amiga's, 

The graphics are impor 
tant in that they add real 
ism to the gameplay anti 
make it more interesting. 

The graphics achieve this 
to a certain extent but 
some of the colour combinations would 
make my user interface lecturer cringe! 

Game play is nol quite like that of Pin¬ 
ball Fantasies ori ocher machines but 
then again this one did come out before 
that game so in that respect it veiy good. 
Flay is basic and on only one screen but 
Lhe ball can be released aL varying speeds 
to give you more control over it. On the 
subject of control there’s a bug in the 
program that means that the ball gets 
stuck between two bounce pads oil the 
second level and just stays there bounc¬ 
ing back and forwards totting up your 
score for evermore unLil you tilt the table, 
bandy for high scores but totally boring 
to play. 

This game should keep you going for a 



week or two but not for that long unless 
you're a total pinball junkie but then you 
probably won’t have time for this game, 
"cos you'll be too busy playing the real 
thing! One thing that is missing is a level 
select or save game feature so that you 
could build on those high scores. There 
is a level select of sorts but iLs a bit 
kludgy and doesn’t always work properly. 

Tills offering has a nice game in there 
somewhere but it's finding it that lakes 
patience. If you do I ben you'll enjoy it but 
if you find knocking a small metal ball 
around a table mind numhingly boring 
then avoid this like the plague. 

The average games player will find that 
this game will keep them happy for the 
next month or so, definitely worth a look. 


THOMAS THE TANK 2 


Title: Pinball Magic 

Publisher: Lorciels / KIXX 
Price: £9.95 

Reviewer; Nicholas Bavingtan 


s 

T 


F 

/ 

i 

e 


W ith little new software being re¬ 
leased now aimed at younger 
players this game based on 
such a well known character will be more 
than welcome for those whose family 
share (he ST. 

Unlike previous programs based on 
well-known characters, this is not an 
educational offering but a straight race 
game that can be played by one player 
against the computer or by two players 
head-to head. It is, perhaps, too difficult 
for the youngest of players hut should 
appeal to ages irorn 5 or ft right up to 
those just reaching their teens. 

The aim Is to race against your oppo¬ 
nent along a (rack for road) that has 
many obstacles and dead-end branch 
lines, in an attempt to beat your oppo¬ 
nent and set a new course record. There 
are tour courses Lo choose from Including 
the Postal Run and a Woodland Glade 
and you can choose any of the well 
known engines as well as Bertie the Bus, 
The Fat Controller counts you down and 
the race is on. As tills is a race against 


the clock, as well as your opponent, the 
temptation Is to shoot off at high speed 
bnl you’ll soon run into trouble. As well 
as Ihose dead-ends you must stop at 
signals and avoid other trains which tend 
lo have a habit of reversing along the 
line. Jumping a signal or crashing will 
have you standing still for several 
seconds as a punishment as you watch 
the other train continue on his journey. 
Falling to spot an obstacle on the track 
will have the same effect. 

The action takes place on a split screen 
demanding lhat you keep an eye on your 
opponent's progress as well as your own, 
arid you must also keep an eve on the 
fuel gauge. Racing hard will soon have 
you running out of water, or out of petrol 
If you arc Bertie, and you must find a 
water tower or garage to stop and refuel. 
If you don't you won’t get far. 

The graphics, from Lhc opening sequ¬ 
ence of a book showing the story and 
credits right through to the race Lraeks 
and the record score tables, arc excellent 
and there is a choice of continuous 


music or just sound effects. The chal¬ 
lenge is just about right with record race 
times of around one and a half minutes 
which will give children of all ages some 
thing to aim lor without boredom setting 
in. With short races the temptation to 
play again and again is ever present. 
And, of course you can change engines 
next time. With eight engines and four 
courses there are a lot of records to aim 
for! 

Thomas The Tank 2 Is an excellent 
game lor young players and is flighty 
recommended. 


Title: 

Publisher: 

Supplier. 

Price: 

Reviewer: 


THOMAS THE TANK 2 
Alternatiue Software 
Various 

Check i four supplier 
Les Ellingham 
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AWARDS 

APTITUDES and 

APPLICATIONS 

Meat better may to say thanfcs than a personalised uuKird? 


PUNCTUALITY 
Stuart Murray 
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In PD Roundup this time / thought I'd 
take a look at some applications [or 
your ST. After all, computers are sup¬ 
posed to be oj some practical use 
aren't they? From the many types oj 
applications available I've chosen an 
award maker, an aptitude test, and 
a calendar. 

AN AWARD FOR 
EVERY OCCASION 

AWARD MAKER Is a program which 
helps you design and print award certifi¬ 
cates. Alter loading has completed you 
arrive al the main menu which oilers 1 1 
options: Style Number, Title Font, Title, 
Name/Text Font, Text, Signature, Date, 
Border Siylc, Border Colour and import 
Picture, [I is mainly around these options 
that Award Maker works. 

Style Number loads in the style of award 
you want Lo use. As far as E can tell there 
are 286 award styles to choose from! You 
just enter the number required and it 
loads from disk. However, there is no 
style list so you will have to note the 
numbers as you use each one. I’ve used 
the first 60 so far and these include Writ - 
lng Award, Student of the Year, Certifi¬ 
cate of Promotion, Photography Award, 
etc. With over 280 on the disk I'm sure 
you'll find something for your needs. If 
you can't find something ready made you 
can use some of the existing styles to 


create your own personalised award. To 
do this you just use the Title Font and 
Title options from the main menu. Title 
Font allows you to select one of the four 
fonts provided [Old English, Script Italic, 
Book Serif and Modem) or load in your 
own font. There is a font preview box 
which shows the selected font. 

Many of the award styles include pic¬ 
tures, For example, the Geography 
Award features a world map and a globe. 
This makes the final result very profes¬ 
sional. The later styles on the disk allow 
you to use the Import Picture option 
which will load your own pictures. 

The Name/Text Font option changes the 
font for the name to which Lhe award is 
being presented (set by using the Name 
option). The same foul is then used for 
the lines of text underneath the name. 
These lines can be used to describe the 
award or achievement. Just use the Text 
option Lo format Lhe text. 

Next up is Signature, This uses a very 
small font to print the name of the per¬ 
son signing the award. This is printed 
underneath a line, above which a space 
Is left for the signature. 

After completing the Signature you 
move on to Date, This sets the date on 
which Lhe award is to be presented. 

Border Style and Border Colour must be 
used to select a border for your award. 
There are eight Impressive borders on the 
disk, ranging from a simple outline lo 
some detailed patterns. 

Tills version of Award Maker is a beta 
test version. However, 1 found very little 
wrong with it. The only bug was In the 


border selection screen, where junk 
appears in the border selection windows. 
Also. Lhe border names are not shown 
you must click on an empty space. As 
soon as you click In tine empty box a new 
border will load and the junk will dis¬ 
appear, Move the cursor up or down and 
click again to change the border. When 
you use lhe program you'll see what I 
mean. To assist you with your selection 
there is a large border preview box which 
shows a corner of the selected border, 
After selecting an award type, entering 
the data and selecting a border you move 
onto tile print menu. There are three 
options here: Preview Award, Align Paper 
and Print Award. 

Preview Award is a very handy option 
which lets you check Lhe whole award 
before sending 1L to your printer. 

Changes can be made at this point by 
selecting any of the main menu options, 
accessible from the print menu. 

I've printed out quite a few awards and 
haven’t experienced any problems. There 
are a whole range of printer drivers in¬ 
cluded with Award Maker, including 
Epson. 

All in all. Award Maker is a very profes¬ 
sional program which is quick and easy 
to use. I couldn’t find any documentation 
on the disk but 1 got by nevertheless. 
However, a complete list of all the award 
styles on the disk would have been very 
handy! Use the Preview option aL the 
print menu to note Lhe award style num¬ 
bers. With 286 on the disk, this will take 
you a couple of hours! 

After gaining experience with the prog- 
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ram and creating an award style number 
list you will be able to design and print 
an award for any event within live ml 
nutes! Good stuff! 

COMPUTERIZED 

SELF-ANALYSIS 

APTITUDES is a program which will 
analyse your aptitude, personality and 
motivation and then output the results In 
three bar graphs, From here, it will offer 
yon a choice of occupations which arc 
best suited to your strengths and weak¬ 
nesses. 

The program is split into two parts. Part 
1 Is the Aptitude Test; a series of tests 
which collates all the data required for 
analysis in Part 2, the results section. 

Upon loading the Aptitude Test you are 
warned that il will take an hour to com 
plete. Please heed this warning! If you arc 
not prepared to spend an hour or so 
answering the questions and solving the 
puzzles then you will not gain full use of 
this program. 

The Aptitude Test is series of seven t ests 
and two questionnaires. They are VERY 
detailed with each test containing dozens 
of questions or puzzles. The seven areas 
tested are Numerical Reasoning, Acuity 
Skills, Verbal Reasoning, Analytical Abil¬ 
ity, Technical Ability, Spatial AbiliLy and 
Perceptual Ability. These range from 
speed mathematics to physics problems 
to visualizing 3D objects. There arc strict 
time limits to each test, which can some¬ 
times be very hard to beat! 

As each test is completed you are shown 
your score in lire form of a bar chart. 
Performance is measured by how high 
Lhc bar reaches up the graph. 

After battling your way through all 
seven tests you move on to the two ques¬ 
tionnaires. First up is the Personality 
■Questionnaire which asks how you and 
others see yourself. Next comes the Moti¬ 
vational Questionnaire which makes you 
choose between two tasks or careers- You 
must award three points helween the two 
choices available. 

The results of both questionnaires are 
again shown in the form of a bar graph. 
Your personality and motivational char¬ 
acteristics are shown in different graphs. 

It is at this point that you save all of 
your results to the Aptitudes disk and 
then load Part 2, the results section. 

Here von load your results from the disk 
and examine them on the bar graphs. 
There is a handy X-Ray mode which 
allows you to superimpose all three 
graphs on top of each other. If you wish, 
you can also print the graphs. 

From here, the program will analyse 


your aptitude, personality and motiva¬ 
tion and offer you advice as to the type of 
jobs which are best suited to you. You 
may be quite surprised at how close the 
suggestions arel ] know I was. It has 
advised me to pursue a literary or crea 
live career - exactly the type of career I'm 
pursuing! Some may say that this makes 
the program a waste of time but I dis¬ 
agree - it was an interesting hour spent 
answering the questions. Also, the re¬ 
sults in programs such as these always 
make for a good read, espe¬ 
cially when the analysis is 
being performed on your own 
persona] characteristics. 

The only drawback [ ran see 
to Aptitudes ts that alter tak¬ 
ing the test, analysing the re¬ 
sults and printing the graphs, 
the program becomes pretty 
useless. I suppose you could 
test friends and family and 
compare results - that would 
be interesting! Anyway, if you 
look closely on Lhc disk, youII 
find two bonus programs 
which increase the value. 

THE REVENGE DOCUMENT DIS 
PLAYER 2 is a good text file displayer 
and MIKE S PERPETUAL CALEN 
DAR Is a useful calendar program. These 
two programs compliment Aptitudes and 
altogether they make for a very good 
disk. 


I’M LATE, I’M LATE! 

Hie final application program for review 
in this Issue’s ST Public Domain Round¬ 
up is ST ALMANAC V2.Q. This Share¬ 
ware program (reg. $10] describes Itself 
as, "an easy to use. all purpose calendar 
and planner to keep track of holidays, 
special events, birthdays, appointments 
and anything else you want to keep an 
up-to-date record of." Now. If your life is 
as unorganised as mine, you may find ST 
Almanac to be very useful Indeed! 

The documentation provided Is very 
good hut. again, you don't really need It. 
ST Almanac' is very user friendly with 
lots of cliek-on selections available. You 
can increase a month or year, seleel or 
mark a day for appointments or special 
events, read about worldwide holidays or 
the birthdays of famous people, etc. 


You save, load arid read information in 
three separate modes: Holidays & Special 
Events, Appointments and Almanac. 
Appointments mode saves by the year, 
e.g. 14th April 1994. Almanac mode 
saves by the date. e,g, the second Satur¬ 
day of April. You can save one special 
event entry per date on the calendar and 
ten appoint men L entries. Special events 
are marked in blue print. Appointments 
are marked in red. 

Other options available are Print, Month 


Scan Eshows all appointments]. Year 
View (shows the variety of events that 
have occurred over a year - these can he 
edited with a word processor] and Editor 
[lets you edit the data lor a particular 
date In any of the three available modes). 

As you can see, ST Almanac will cover 
almost all of your needs for a calendar 
program. Also on the disk are two auto- 
boot programs which show messages 
upon booling the disk. REMINDER is for 
general messages, ALMA VIEW is used In 
conjunction wiLh ST Almanac il scans 
the files created by ST Almanac and dis¬ 
plays any special events scheduled lor 
that day. 

The ST has a wonderful wealth of quali¬ 
ty application software! With those re¬ 
viewed in this column i/ou UJtli he able to 
remind yourself to print an award for a 
successful aptitude iest (grinj. 

ROUNDUP RATINGS: 

ST92I Award Maker 87% 

ST713 ST Almanac 84% 

ST701 Aptitudes 82% 
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The disks featured in this review are all available from 
the Page G ST Library , Check the latest ST catalogue and 
updates or phone 0785 213928for further {reformation. 


ROUNDUP conducted by Stuart Murray 
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ROLE PLAYI NG 



G reat abandoned space ships float 
aimlessly through space Infested 
by the forces of Chaos, Only the 
legendary and heavily armed Space 
Marines can purge the evil forces from 
these hulks. 

That’s the story bn I what about the 
game? The game will be familiar to those 
of you who have played Games Workshop 
games before such as Warhammer 
40,000 or Warhammer There are three 
separate "chapters' oi Space Marines" 
which you can choose from, they are 
"Blood Angels", "Imperial Fists". "Ultra 
Marines” and "Fluffy Bunny Feet" (I don’t 
think that last one is quite right, do you? 

- Ed] You have at your disposal up to 5 
Marines In each learn lead by a Marine 
Commander. You must board the space 
hulks and destroy the forces of Chaos 
that permeate them. The game allows 
you io choose your team and what 
weapons they carry. Remember big heavy 
weapons may be Incredibly powerful but 
you can t move very fast with them and 
vice versa with light weapons, 

You can set up your commander with 
his personal weapons and give him spe¬ 
cial orders for double movement per 
turn, or fire, or any number oi other 
opiions each specific to each chapter. 

You ran carry more and more special 
orders as you begin to complete mis¬ 
sions. You must also equip your marines 
with such things as photon grenades, 
melta grenades, targelers, combi 
weapons, digital weapons and all manner 
of destructive things tot) numerous to 
mention here. Once you've fully equipped 
your team, and you must otherwise you 
can't go any further, you begin the first of 
20 missions and progress to the hulk 
itself. That's were the fun really begins. 
Exiting the docking claw you move your 
men out and you soon discover that you 
can move. fire, fight hand to hand, use a 
backpack weapon, open a door, scan for 
enemies and issue orders. You move your 
team and issue fire orders for each man. 
"Hie firing is usually a very complicated 
matter involving immense multi-sided 


Title SPACE CRUSADE 

Publisher: Gremlin/GBH Gold 
Price: £9,95 

Reviewer: Nicholas Bavington 



dice, weapons tables 
and rulers but this is 
all done for you by 
the computer. Select¬ 
ing a marine will 
highlight those char¬ 
acters that he can 
fire at and then Ihe 
compuler takes over 
and rolls the approp¬ 
riate number of dice 
for each character, It 
then works out 
whether the turn was 
a hit or a shot into 
the lloor or ceiling. 

The same thing hap¬ 
pens when the fighting is hand to hand 
where you can only fight the thing next 
to you. The forces of Chaos range from 
GreLchins through Qrks, Chaos Marines. 
Souls tickers. Androids and the formld 
able war machine, tire Dreadnought, 

All movement, scans, back park 
weapons, orders and door opening takes 
place on a 2 dimensional view, much like 
Gauntlet, All the fight scenes lake place 
in a 3D isometric perspective which has 
the character firing their weapon and the 
hit on the character being seen. This may 
result in a satisfying explosion or a ka* 
rhing as the bullet ricochets off the 
armour ol' the enemy and vice versa. You 
may move all of your characters and 
those of the other's teams and then your 
turn Is over and its the turn of Chaos. At 
this point you will see a message that 
Informs you of a random incident that 
affeds you such as one of your marines 
being out of ammo or that Chaos has 
experienced a fire frenzy. These can 
sometimes can be bad or good and its 
only down to luck as to whether it helps 
you or not. 

The missions that are available are wide 
and varied with rescue, seek and destroy 
and scuppering missions that keep you 
interested for a long while. There are 20 
missions available In this game and there 
is a facility to load up separate mission 
disks that broaden the appeal of the 
game. The ability to save your teams sta¬ 
tus after each mission is ei nice feature 
and the fact that you can save many 
different games for each of the three 
teams allows for different teams with dif¬ 
ferent missions from each of the chap 
ters, 

Sound for the game is actually not too 
bad. You get a nice tune while your 


selecting your team and equipment and 
the tune continues throughout the game. 
It is varied and written well enough as to 
be not too tedious. The sound effects are 
those normally associated with a game 
like this, spartan gun noises and explo¬ 
sions. The .gun noises are not actually 
that convincing because the same noise 
is made for a small bolt pistol as for an 
auto cannon. That said, the sound is 
appropriate and doesn’t get on your ner¬ 
ves as some other games do, 

Graphics for the game arc nice and de¬ 
tailed and even when on the small scale 
overhead view of the hulk you can still 
work out which is the commander and 
the normal Marine. The game holds true 
to the Games Workshop style of design 
and graphics. The graphics hold your in¬ 
terest and make it more interesting. 

When on the 3D view you sec all the 
details of the marines uniform including 
the insignia and battle honours. 

This game scores very, very high ly on 
the playability and Instability stakes and 
this Is what you’ll probably buy (he game 
for. This is one game (hat. \ am personally 
going to be playing for many months to 
come. The playability is perhaps down to 
the fact (hat (he game draws you in and 
makes you start to think like a Marine 
and about what you are doing. Time 
spent playing this is measured In hours 
rather than minutes, there’s no such 
thing as a short game of Space Crusade, 
its all or nothing! Many months from 
now you’ll wonder what son of bat tie 
strategy game you ever played before this 
came into your life. 

Pime for me to get back to the game and 
flush into hyperspace the evil and scurvy 
forces of Chaos. It's going to be a long 
time before I tire of Space Crusade, 
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REGULAR CASSETTE BARGAINS FROM PAGE 6 


You know that these cassettes can work out at only 95p each 
but now you have OVER 40 TO CHOOSE FROM - check the 
Accessory Shop pages in this issue and mix ‘n’ match from 
this page and the price can be as low as 95p each! 


I FREE - MAST! 

ER CHESS wkm yoi 

order 3 or more cassettes 


TRANSMITTER 

A new kind of weapon. This sci-fl arcade game 
features exceH-enl smoolti scrolling, Incredible 
terrain, vector graphics sections and subterra¬ 
nean caverns- Fast reactions and a cool nerve are 
p necessity- Music by David Whittaker 


PROTECTOR 

Assigned Id Fed Rucker. Lhc US Army Helicopter 
Training School based in the Nevada desert, your aim 

Is to become the best chopper pilot this side ol the 

Iron curtain. A real Protector! Your mission consists 
of a strategic batlla of wits between ycursetl end 
either another pilot Of a computer controlled RPV 


REVENGE 11 

The Mutated &0 foot high, laser spilling death 
camels have rebelled against their capture the 
Zzyaxiang and are oul for revenge! All action, 
highly graphical shool-em-up ham Jeff Minler 




KIKSTART 

The ultimate off-road motorbike scramble simula¬ 
tor. Guide your rfcler carefully over the obstacles 

In this all action Simulator lor 1 player against the 
computer or 2 players against -each other as weII 
as the clock 


ROGUE 

You are the ROGUE. Your mission is to search 
the Dungeons of Doom for lhc Amulet of Vendor. 

In Ihe dungeons you will find many things to aid 
the quest for the Amu lei. You will also encounter 
fearsome monsters and fiendish (rape that will 
Challenge all your skills 


DESPATCH RIDER 

Jioin the growing band of street demons - those 
tearless hjrdtrj who lert% the population oP the big 
Cities lo got the pa reels through. Plan your moves lo 
make some money, but don't take too long ■ lime Is 
always short. Gain an instant macho rating and be a 
despatch rider with this alt action simulation 




180 

What can we say? A great darts challenge. Eight 
opponents, digitised speech, iwo player option, 
live joystick control, lull malchplay scoring, a 
sense of humour, superb playability, this one has 
it all! 

UNIVERSAL HERO 

Only seven seconds left to save Ihe planet! Universal 
Hero has lo save his skin end everybody nisei s by 
finding blls to repair a shuttle lo gel lo a planet to 
pick up iFie spares lo mend a space freighter which is 
oul ol control and about lo blow him and his Chances 
ol gelling back lo earth to atoms. 


INVASION 

Mobilize your unils and prepare For battle. This all 
action space conflict requires skill, strategy and 
tactics. You must destroy the weather control 
station in order lo win Ihe battle but every move 
you make the enemy will counter, end they're 
waiting for you to make just one fatal slip up 





SIDEWINDER II 

It i£ 27 years Since the linal battle of the war with 
the aliens- 27 years ol peace have reigned in the 
Western Spiral Arm of the Galaxy. All this Is 
about to change. Step aboard your cratt and pre¬ 
pare to defend mankind in this ail action space 
blast 


HENRY’S HOUSE 

Lillie Henry has shrunk, tie must navigate his way through 
the royal household to Find Ihe cure. Avoiding all Ihe 
obstacles in his path, (rom terrible tooltibrusbes, through 
pestiferous parrots and chefs chasing chickens. Id a final 
encounter wild Ihe vicious vampire! Acknowledged by all 
reviewers ns one oF the bnst Atari games ol ail time 


LOS ANGELES SWAT 

Special Assignment. Rescue the hostages from 
the terrorist gangs holding out in West L.A. Clean 
up the streets. Blow away the bad guys and be a 
hero cm network T.Y.3 Fail and you won't be 
coming back to watch it. All action Joystick bend¬ 
ing combat for those with the skill to survive! 





GHOSTBUSTERS 

Has anybody seen a ghost? Matter ol fact yes 
they have! At this very moment hundreds of 
ghosls are making their way to the infamous 
spook central. Only you can save the world From 
a disaster of biblical proportions- So go and show 
'em how you do it! 

BOMB FUSION 

A terrorist gang has planted bombs throughout 
the S&llerscale Nuclear Processing Plant and you, 
as ei super hero (ex after the 'Boris Affair') have 
to go in and save the plant and possibly the 
Northern Hemisphere Irom destruction 


SPEED ZONE 

Enter (he Epeedzone in b frantic defence against 
marauding alien forces. A survey ship sent into 
the area comes under attack. As an enemy vessel 
draws closer your "5TARFIHE" class attack craft 
is launched 




NINJA 

Blasts the bell oil all other martial arts games! 
That's all it says on the inlay! Someone sure 
reckons this is the best punching, kicking, duck¬ 
ing and diving game around 

MILK RACE 

Cycling I.QOT miles is no mean (eat ■ and you 
could end up feeling pretly exhausted by the lima 
you've finished playing this superb race simula¬ 
tion designed especially in conjuncMon with the 

Milk Race 


FEUD 

To win al Feud you must "out-spell” vour ri val 
Wizard Leanoric. In Kieke's herb garden you will 
find the ingredients for your spells but tread care¬ 
fully as strange things can happen in this game 
or magic ar.ri mystery 




ROCKFORD 

The only true arcade version pi the dassic game 
Boulderdash. There ate four levels on each cf live 
different worlds with Four screens on each level. 

II all adds up to eighty totally different playing 
screens, 

INCLUDES FREE GAME - CRYSTAL RAIDER 

GUN LAW 

Four months ol bloody alien attacks have taken their 
toll - all the surviving Inhabitants have lied and arson 
attacks have been made on your weapon stores, ihay 
destroyed what you could not carry away. Ynu are leh 
to fight alone against rulhlessand bloodthirsty killers 
with lust a single machine gun 


PANTHER 

Save the last humans an Xenon before the alien 
hordes turn them into Sunday roast! Take your 
ground attack ship through this 3D scrolling 
mega shoot-em-up with great graphics and unbe¬ 
lievable soundtrack 


Any one cassette El.95 - any two E3.50 - any three £5.00 - any 4 E6.50 - any five E7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 

All prices are inclusive of postage 


CHECK THE ACCESSORY SHOP PAGES FOR MANY MORE BARGAINS 


USE THE ORDER FORM ENCLOSED OR PHONE YOUR ORDER TO PAGE 6 AT 0785 213928 
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WITH ORDERS 

Yes> a ROM CARTRIDGE absolutely free if you order software 
from The Accessory Shop that comes to £15 or more (excluding 
postage). Designer’s Pencil is a graphics and sound based 
programming language that anybody can use to create great 
pictures and sound on the Atari - even if you haven Y got a clue 
how to program in Basic! it could give you hours of fun and a 
great sense of achievement when you create something really 
good - and it won't cost you a penny! 

Claim your free copy of DESIGNER f S PENCIL 
when you spend £15 or more on your next order 


FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP AMD AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE 




DISK ONLY 


The infocDm classic: and the adventure game that changed the way 
Bit future adventures were written. The Great Underground Empire 
of Zork if. well documented by now and thousands of players have 
become addicts graduating to Infocom's more difficult adventures. 
2orK I Is the Ideal Introductory level adventure for beginners or 
those with a little experience. If you have never ventured under, 
ground before now is the time to try, it's never been cheaper to 
Expand your universe! Classic original JnloCom packaging With 
excel lent manual and a map. 



CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR MANY 
MORE BARGAINS! 




OUR SPECIAL 
OFFER PRICE 


£ 2 . 95 ! 


SOME SUPER BARGAINS! 



RIVIAL PURSUIT 

The most famous board game Of all time on your Atari! 
Trivial Pursuit on your Atari takes on a new dimension - 
not only are there questions to answer but graphical 
puzzles to solve and tunes to guess, sometimes played 
backwards! Over 3,000 questions makes Trivial Pursuit the 
ultimate quiz experience for family and friends 

DISK ONLY 

A SUPER PRICE - JUST £2.95! 

THE TAIL OF BETA LYRAE 

Our A-Z of software says "The ultimate Scramble clone 
with superb graphics and music. This humdinger of a 
horizontally scrolling shoot 'em; up was written by Phillip 
Price with music by Gary Gilbertson. They later went on to 
write the Alternate Reality games". One of the few original 
classics, right up there with the top arcade games of all 
time Give you eyes, your ears and your reactions an 
unforgettable treat! 

ON DISK JUST £1.95! 

ON CASSETTE ONLY 95p! 


MAXWELLS DEMON 


Check out the review In Issue 49. Paul Ftlxon found this 
simple game to be quite addictive end at this price dab 
you afford net to become addicted! It's a different type 
of game, mere in the tetris mould th$n an arcade gam*. 
It sure makes you think and the price wont break you If 
you don't pet tuMy hooked, 

DISK ONLY Recommended price £9.95 

SUPER SPECIAL JUST £1.95 

MR ROBOT & HIS ROBOT FACTORY 

One of the most famous of platform games that has you 
jumping over fire, running over breadmills and bomba, 
climbing ladders, sliding down poles and more with 
acme great graphics. Master all 22 screens It you can 
and then crests your own for neverendfng fun. This is 
what platform games are all about 

DISK Recommended price 

ONLY ms , m disk 

SUPER SPECIAL JUST £1.95 





ZAXXON 


WMMm , I 

One Of the all lime classics for the Atari, Zaxxan set new 
standards when first Issued and was copied many 
times. Pitot yaur craft across the unique 3 dimensional 
battlefield shooting enemy fuel tanks, anti-aircraft tanks 
end missiles -before launching oft through space tor the 
ultimate conflict with s mighty robot - few have got this 
tar! Zaxxor), often copied, never bettered and NEVER at 
this Incredibly low price! 

CASSETTE 

..- irj 


ONLY 


Recommended price 
£935 on cassette 


SUPER SPECIAL JUST £2.95 


ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ENCLOSED OR BY WRITING TO 
THE ACCESSORY SHOP, PAGE 6, P.O, BOX 54, STAFFORD, ST16 1DR 
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 






































